Flashpoint 


A Tribute to Web Games 


This book and its contents would not have 
been possible without the efforts and 
creations of the thousands of web game 
developers over the past two decades, the 
hundreds of people who've contributed to 
the Flashpoint project since its inception in 
2017, and the people who spend their time 
to keep the interactive web alive from the 
Ruffle team to the Internet Archive. 


The world of Flash will not die unless we let it. 


Special thanks to everyone on the Flashpoint server 
who helped develop this book. Some images in this 
book are taken directly from Flashpoint itself, and 
many people on that server made contributions that 
directly improved this book. 
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The Non-Interactive Web 


Inthe early days of the internet, you couldn’t do much on a website. They 
consisted of text, small icons, maybe MIDI music, and allcoming down a 
phone line that could barely push a description of an image - let alone the 
image being described itself - in the instantaneous times we expect today 
through high-speed broadband and mobile internet. With browsers not 
equipped to push more intense interactivity by themselves, anew method 
was introduced: the web plugin. 


The web plugin acted like a standalone application in and of itself, but 
instead of running programs independently on the computer, they’d be 
embedded in the web page, an interactive element that you could use for 
anything from menus to entertainment. It made pages rich, dynamic and 
interactive in a way that wasn't quite yet possible without it. 


To say that the idea exploded like wildfire is ап understatement. Flash, at the 
peak of its popularity in 2011, was installed in over 99% of internet- 
connected PCs. Thanks to its platform-agnostic nature, it could be 
everywhere, run anything, and was easily accessible. This doesn't count 
Java, Shockwave, Unity Web Player, or any of the alternatives that lived and 
died in this period. 


For a period of fifteen years, Flash and its ilk powered countless websites 
and their content, whether through beautiful animations, snappy (for the 
time) interactive websites, or fancy advertisements. Plugins weren't just a 


part of the web: they were the web for anyone of a certain age range. 


And games, of course. Thousands upon thousands of games. 
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Atthe end of 2020, Adobe brought an end to the web plugin era by finally 
decommissioning Flash, the last holdout against anew era ofthe 
browser taking over the “interactive content” efforts of the web plugin. All 
the other alternatives are long gone at this point: plugins like Shockwave 
suffered as Flash did with complete deactivation, while others like Unity 
Web Player have moved on to a more integrated existence with HTML5. 


What Adobe left behind with the final departure of Flash is a long, storied 
history of interactive web entertainment. From the inception of the plugin 
to its long, drawn-out demise, Flash, alongside its web plugin brethren, 
powered tens of thousands of web-based games. These webgames were 
carved out by thousands, all pushing forth with the spirit of independent 
creation that has thrived time and time again. The industry built around 
Flash and webgames was wholly unique in form and function, paving the 
way for the games industry to come, changing everything that was there 
with fire and fury, and all while providing freely available games with tons 
of variety, and endless amounts of imagination. 


This book is a celebration of that. 


Thank you for using Adobe Flash Player. 
Adobe will stop supporting Flash Player after December 31, 2020. 


To help secure your system, Adobe will block Flash content from running in Flash Player 


beginning January 12, 2021. Please see the Adobe Flash Player EOL General Information 
Fage for more details. 


Adobe strongly recommends immediately removing Flash Player from your system by 


clicking the Uninstall button below. 


| ! | | | | 
REMIND МЕ LATER UNINSTALL 
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A History of Flash 


The web, at its earliest form, was almost entirely non-interactive in the way we know 
ittoday. The most one could do was have simple, one-way hyperlinks between pages, 
perhaps with a few images or simple MIDI music. People were already using these 
limitations to make simple "games"; see "Brad: The Game" and "Stickman Murder 
Mysteries" for games that did just that before web plugins ever came along. 


But with web plugins able to provide content-rich experiences, websites started using 
them for navigation, fancy animations, then games. Web plugins had games to their 
name as early as 1996; Java, Viscape, Shockwave, and Vitalize all cut a piece ofthat 
pie. These efforts could often be impressive, with everything from simplistic affairs to 
full, explorable 3D worlds inhabited by multiple people simultaneously via internet. 


It was here that software developer Jonathan Gay started FutureWave Software with 
Charlie Jackson to expand on the then-growing world of pen computing via PenPoint 
OS, butthat software was eventually abandoned, leaving the group with a piece of 
software they couldn't sell, known as SmartSketch - a vector-based art application. 


Gay converted SmartSketch to PC platforms, and after demoing the software at 
SIGGRAPH, a computer trade show, the biggest request was to add animation. The 
internet was emerging at this time, and Gay along with his associates agreed that the 
internet would be a great way to share pictures and animations ofthis sort - 
otherwise being held back by the limitations of formats like CD-ROMs and floppies. 


Come Summer 1996, FutureSplash 
Animator was released, alongside | | a. < 

a web plugin for Netscape that could ESEA ER 
display the animations over LA 一 Futurelllove Software, Inc. 
the web. That proved to bethe ee рана 
kicker - both Microsoft and Disney 
created online services using the 
plugin, and Netscape featured 

the plugin on their website not 
much later. The web was soon full 
of websites that needed this plugin 
for everything from navigation to 
just a little bit of visual flavour. The trial version expires in 30 days. 


| 
http: ШШШ fu Lturgeuleevae com | 
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Not even a year later, acompany called Macromedia, having been bored sick of hearing 
about their competition every time they talked to another company, ended up buying 
FutureWave Software. A quick shortening of Futuresplash's name later, and Macromedia 
Flash, version 2.0, was released in 1997. 


ЗО DAY TRIAI 2.0 added plenty of features to the 
nascent software, but the most important 
one by far was buttons. Buttons allowed 


>>> >>> < د‎ > 2 > ІІ people to jump between scenes or create 
= really simple actions. While а lot ofthe 
macromedia games created with this functionality were 
FLASH as simple as could be, all that you would 
E ۸۹ ем need is a little creativity and you could 
ТЕ make something oddly special. 


Onto 1998. Tom Fulp is experimenting with Flash, and creates a controversial Teletubby 
animation that gains legal attention from the BBC, and actual attention from the media, 
driving traffic to his new site, "Newgrounds.com". The next year, he releases Pico's 
School - arguably the most advanced web game of the time, and an amazing technical 
achievement on a version of Flash not designed or normally capable of it. Pico would go 
on to be one of Newgrounds' mascots, and the site would gain even more traffic. By 
2000, the last piece of the puzzle would fall into place - Newgrounds released an 
automated user submission portal for people to upload their own games and 
animations onto the site (Tom & company having previously made pages for individual 
submissions by hand) and allowing users to vote whether the content should be deleted 
from the site, or pushed to the front page. 


Macromedia Flash 5 also released in the year 
2000, bringing with it ActionScript; a proper 
scripting language coders could use to make 
proper interactive entertainment with the 
plugin, without having to rely on the tricks that 
something like Pico's School required. 


The software was capable, the websites were 
ready and the internet was growing at a 
massive speed; it wouldn't be too long before 
Flash became a household name. 


(The intro to Pico's School.) 
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Flash games and animations had a series of perfectly timed 
advantages. In the age of dialup internet, its vector graphics - 
a way of drawing images through lines, instead of pixel-by- 
pixel bitmaps - not only looked smooth in the hands of a 
skilled artist, but also gave a huge filesize advantage. The 
absolute majority of Flash content often sat between the 20 
kilobyte (halfthe size of Super Mario Bros. on the NES) and 10 
megabyte (one high-resolution picture from your phone's 
camera) sizes. Even the slowest connections didn't have much 
trouble getting them downloaded. 


Due to the early popularity boost, Flash would often be one of 


FREE ONLINE the first things someone would see on the web, which would 
GAMES.COM require the plugin. Then PC manufacturers would start to 


With the World Wide Web in full swing (and a dot-com 
bubble burst coming and eventually going), computers 
found themselves everywhere - homes, workplaces and 
schools. Flash was installed on the absolute majority of 
these computers; and if it wasn't, it wouldn't be long until 
they ran into the prompt to install it anyway. 


One more surprise rose from Flash too - their final, compiled 
games were often one single file. These files were tiny, easy 
to save and therefore easy to share. Putting a Flash game 
onto a website was quite easy; save it, make a single-line 
web embed, put iton a server with some decent search 
engine optimization, and you were off to the races. 


This resulted in the rise of the 'flash portal' - a catch-all term 
for websites hosting large amounts of Flash content. (While 
not official, the name may come from Newgrounds' using 
the term 'portal' for their user submissions pages.) Portals 
spread like wildfire across the internet, with hundreds of 
them existing by the 2010s. 
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include it by default in OEM installs of operating systems. 


KONGREGATE 


MINICLIP 


And why wouldn'tthere be hundreds? With agood amount of on-site advertising, Flash portals 
made bank, to the point where developers could be paid for their games to be exclusively on one 
portal. Solo developers could host their own games and get a little scratch, too - as long as they 
weren't overwhelmed by mid 2000s bandwith limits. However, this also extended to other, so 
called "pirate" portals - people who would download as many games as they could, host them 
and make money off them themselves, with no regard to the original owners. 


Chaz Carter 

One issue that was rampant was piracy. More often than not this was happening for the Chinese 
market or resale. They would download the .swf file of a game, decompile it to create a master 
asset, rip out any branding, links, credits or sponsorship, and on occasion replace one or two art 
assets to either fit their website or seek a new license sale. This happened to myself with my 
game 'pixelBOMB'; | decompiled the Chinese version and my unused art assets were still in there. 
| was able to contact the sponsor, who was unaware, and managed to get some compensation. 
This felt like an exception to the rule however; | feel like many developers were ripped off and 
never saw any recompense. 


Antony Lavelle 

| rememberthere being a few portals and sites set up where they basically purchased a pre-built 
portal of game content and hosted it, which was the norm at the time, but Iremember everyone 
being up and arms that someone had the gaul to charge people for the games we made. We 
thought that was totally scummy and there was a real sense of rallying against it. 
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Portals and devs would add their own logos and ads to their own games to send traffic to 
their own sites, but eventually the "pirate portals" would hack out logos and branding 
before uploading it to their own sites. This cat-and-mouse fight was never truly won by any 
one side, but itis the driving force of the "sitelock" - websites weaving in intricate 
programming to keep games playable only on the sites they so desire, though sometimes 
these defensive measures could be hacked out within literal minutes of a game release. 


As Flash grew in players, developers and portals however, there was often problems with 
getting the latter two in touch with eachother. A truly revolutionary site was born in 2006 - 
Flash Game License (now FGL), which served as an auction site for developers - they could 
show off their games and their state of development, and sponsors could bid on them like 
auctions. Millions of dollars were shifted from portals to developers this way, and many 
memorable experiences were made because ofit. 


(ANA Shockwave 


РОВТАІ л 


MoFunZone.com | 


These two dozen are just some of the flash portal logos that existed in 
Flash's life. There were literally hundreds of these; many would be 
animated introductions to the game you were about to play. 
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There were more games about dressing 
up girls than you could ever imagine. 


They had a huge audience: tens of 
billions of views, easily. 


"Watch Out Behind You ПО. 
infamous for depicting а hunter 
being 'hunted' by naked gay men. 


One of many games that let you 


perform 'dentistry' on a character. 


This is amore mundane example. 


C? Mysterious Зігапдег а 
Hpo D. 


\ 


PETA would = to cause 
controversy by using popular IP 
and shocking imagery. Again, a 

more mundane example. 
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Flash was popular everywhere, and we 
genuinely mean everywhere. Most software, 
media or content has some kind of target 
audience - sex, age, or some other 
characteristic. Flash games could hit all ofthem 
in one fell swoop due to the sheer amount of 
content available. Young kids could hop onto 
educational websites, pre-teens and teenagers 
would have fun on one of hundreds of Flash 
portals, adults would often join them or often 
do things like send eachother Flash greeting 
cards, and even the elderly could be seen doing 
simple bingo or word puzzles from time to 
time. The spread of content was just that 
massive. 


Of course, the sheer amount of content meant 
that the sheer amount of utter crud was 
immensely high as well. Sites specialized in an 
utterly huge amount of easy puzzles, lazy dress- 
up games and otherwise simple-to-produce 
sludge would populate every corner of the 
internet, and they became popular, fast. 


This lead to a race to the bottom of certain 
genres. Games would often become very 
rushed, or often veer into the disgusting. While 
not entirely comparable to the "Elsagate" 
scandal that rocked YouTube, you could 
certainly trace a path from one end to another. 


Flash games certainly weren't free of 
controversy either; due to the nature of the 
community across the globe, something was 
bound to draw ire eventually. Whether it be 
political chicanery, any number of controversial 
topics, or something simply generically 
offensive, Flash was never too far away from 
ruffling a few feathers. 
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It wasn't just games in the web browser that used Flash; thanks to Scaleform, a 
middleware tech available for major game engines, Flash could be used to create video 
game user interfaces. Have you played any of the below games before? Then you've 
played a game that has Flash DNA in it. 
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While rarer, console Flash sh games certainly existed, whether | 
full y Flash or with a compatibility layer. 


Castle Crashers is probably the most famous example. 


This book focusing on Flash games isn't saying that 
animations weren't hugely important. One might 
argue they were more important; both greater in 
number and potentially with more viewers, 
Newgrounds alone has received over 100,000 Flash 
animations to date. 


Many animators would go on to have their signature 
style thanks to Flash, and even to professional 
careers in the animation industry. Adobe Animate, 
which is what the Flash development suite was 
renamed to, is still used today for professional 
animation. 


Web-based Flash animations would even have access 
to the interactivity available through Flash; animators 
could add easter eggs or choose-your-own-adventure 
functionality with ease, lost when converting these 
animations into traditional video, not to mention 
being endlessly scalable thanks to the vector 
graphics. They still look great in ultra-HD resolutions. 


We can't cover animations in the detail 
they deserve in this book, but here's just a 
quick peek at some recognizable figures 
from Flash animation. 


www.weebls-stuff.com 


Badger Badger Badger 
Xiao Xiao по.5 The End of The World 
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Zombo.com 


P | The Ultimate Showdown of 
Charlie the Unicorn Ultimate Destiny 


Animator vs Animation 
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Metal Gear Awesome Eddsworld: Zombeh Attack 3 
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Flash absolutely wasn't used for just games and СЕ 
animations though; Flash was everywhere on the 
internet ofthe late 2000$ into early 20106. If you 
were looking for rich, interactive websites with 
plenty of functionality, often Flash was your only 
choice, and so sites that wanted video, fancy 
animations, or plenty of information without 
relying on frames or hundreds of kilobytes of 
JavaScript would come with a 'make sure Flash 
Player is installed" prompt before you could 
enter the site. While not as numerous as the 
thousands of games and animations that were 
on portals over the years, it's possible that many 
of these sites got more eyeballs than Flash 


games and animations ever did. One absolute Re Eae HEC 


example of this is YouTube, which used Flash for 
its video player from the site's launch in 2005 all 
the way into 2015. 


Over the next two pages are a few examples of 
websites, interactive toys and more that aren't 
exactly 'games' but maintain that element of the 
interactive web that Flash helped to encourage. 
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BrendanFrasier.com 
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AKA NY STYLE HARDCORE, HARDCORE 
North American music has always had a more serious, 
GABBER distinctive, harder edge than European music. | think 
this is due mainly to immigration and the fact that 

American culture is 'manufactured', so it constantly has 
to justify itself through a sort of machismo self- 
assertion, as opposed to other cultures which evolved 
naturally and fluently through history. Like comparing 
American football with European football: one side that 


10000060 
— ARTIST: DJ PROMO 
қ TRACK: MADMAN 


TERRORCORE 


SPEEDBASS 


CEL 


Ishkur's Guide to 
Electronic Music 


've been seeing new things since you disappeared 
id they wipe away everyone 


"m 


Clearance 
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THE CR! 


ECHOES 
CHAPTER 10F 33 


A child who survived the crash now drives a 
school bus. He is one of many whose lives 
unfolded in surprising ways. 

` Story Video Documents 


Photos Discuss Series index 


THE CROSSING: 
By Kevin Vaug 


A slender school bus driver with a sun-beaten face and cowboy hands 
pulls up to the tracks. 


It is the first of 29 times he will navigate railroad crossings on this 
day in the cornfields and pastures of rural Weld County, close to the 
farm where he grew up. 


It is the first of 29 times he will flash back to a frigid morning from 
his childhood, to a lonely crossing that cuts through his memory, to 
tragedy. 


"That train came up through there that day," he says, peering out into 
a cold, dreary drizzle. 


The Crossing 


-May I know the name 
of the delicious nectar 
which you're drinking ? 


-l heard you speak of a 


treasure map. Could (9 


you tell me more about 
it ? 


-Good-bye. 


S 


The Legend of Calamity Jane 


№ ғ 
® 
/ 
VW ANP 7 - 
Adventure 
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Upgrade +30 


Flash was also responsible for the popularization of the social MMO. While games such as 
multi-user dungeons and web-based online games were high in number, they never really 
broke into the mainstream in the same way before the advent of Flash. 


The above game, AdventureQuest, was one of the first to really take advantage, and was a 
mainstay on many a teenagers' computer in the early 2000s, while the game to the right, 
Farmville, became a titan of the older crowd on a then massively-growing Facebook, 
introducing the mechanic of inviting your friends to play to help your own farm grow - at its 
peak in 2010, Farmville claimed 34 million users a day. AdventureQuest still exists, while the 
original, Flash-powered Farmville shut down in 2020, survived by a sequel. 


These weren't the only two of their kind; the internet was flooded with Flash-based online 
games which are now completely lost to time (and therefore impossible to cover in their 
original forms for this book). They were out there, however, and should not go without 
mention, considering they most likely account for more hours than anything else listed here. 


Image sources: 
https://www.mobygames.com/game/browser/adventurequest/promo/promolmageld,145183/ 
https://gamingph.com/2020/06/farmville-turns-11-years-but-the-game-will-stop-working-on-december-31/ 
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Going Under the Hood 


Over the course of writing this book, I've interviewed sixteen people who were behind 
some of the most well known Flash games to get everything from technical details to 
info about the community. Their contributions will be scattered throughout the book, 
but I'd like to introduce you to the interviewees and what they made. 


Adam Saltsman 
The studio director at Finji, and the creator of Canabalt, which helped to 
create the endless runner genre. 


Antony Lavelle 
Antony made many of ArmorGames' big hits, such as Indestructotank, KOLM, 
Shift and Upgrade Complete under the "Tony" moniker. 


Chaz Carter 
Chaz is responsible for the art of over 50 different Flash games, including The 
‚ Gun Game and it's sequel. 


Daniel Sun 
Daniel's passion for animation led him to create the Armed with Wings series. 


Edmund МсМШеп 
Creator of many notable Flash games with a uniquely gory flavor, including 
| Meat Boy and The Binding of Isaac. 


Lars Doucet 
Lars created the Super Energy Apocalypse series, Defender's Quest: Valley of 
the Forgotten and CellCraft. 


Mat Annal 
One о two founders of Nitrome, one of the most well loved Flash developers 
ontheinternet. 


Matt Roszak 
Most well known for the Epic Battle Fantasy titles, including the five mainline 
entries and Bullet Heaven / Adventure Story spinoffs. 
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Nicky Case 
Made plenty of Flash games as a hobby before making :the game:, one ofthe 
most memorable parody games of Flash's lifespan. 


Oliver Joyce 
Oliver started with a small game for a cruise liner, and went on to make the 
hugely popular Swords & Sandals. 


Paolo Pedercini 
Under the name Molleindustria, Paolo makes games with a focus on art and 
activism. He's most known for the McDonalds Videogame. 


Reece Millidge 
Reece made two award winning Flash games - naked bike riding game Icycle, 
and polymorphing mini-golf game Wonderputt. 


Shawn Tanner 
Known Бу the name "Afro-Ninja" on Newgrounds, Shawn made, among 
others, the Territory War and "Afro Escape" series. 


Terry Cavanagh 
The creator of VVVVVV and Super Hexagon got his start in Flash with games 
like Naya's Quest, Don't Look Back and the original Hexagon. 


Tom Fulp 
_ A premier legend of Flash, the brainchild behind Pico's School, Alien Hominid, 
1 and the creator of Flash portal Newgrounds. 


Tyler Glaiel 
Collaborated with Edmund McMillen on games like Aether, and made more 
himself such as Fracuum and Closure. 


While I would have loved to include everyone's full interview in the book, you'd be 
holding an 800-page behemoth if | did. Some quotes may have been edited for brevity or 
clarity, but their contents are otherwise unchanged. You can read the full, unedited 
interviews with everyone listed here at the below web address: 


https://archive.org/details/flash-book-interviews 
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FLASH GAMES, A-Z 


The following part of the book is dedicated to the thousands of 
Flash games that were created over the lifetime of Flash. 


We can't possibly fit every deserving game in this book without making it so long as to 
be impractical. With that said, we hope the selection here is varied, impressive, 
nostalgic and memorable to everyone who reads it, and gives you an idea of just how 
wide and deep Flash games went. 


We sorted by A-Z because it wouldn't be fair to sort by date, or developer, or any other 
kind of metric - some of the simplest and best Flash games came out years after the 
rest. They all deserve equal footing, and this is how. 


With that said, every game included in this section came out during Flash's lifetime of 
1996 to early 2021. We'll give years and authors when we can, but sometimes that info 
can be hard to find. 


There'll be text blurbs for certain games in the book. While not every game will have 
them (in which case, enjoy the screenshot) we'll add some info if we feel it needed. 


Throughout you'll also find sections regarding the interviews with Flash devs, talking 
about everything from the life of Flash to the technical details to words about the 
community, to help give you a bit of background. You'll also find 'megaspreads' - a 
spread of games that didn't make the two-page spread cut, but still deserve a small 
spot in the book anyway. 


There will be violence, gore, and sexual content, all uncensored. You've been warned. 


Please enjoy. 


1055 
Developer: Preloaded 
Released: 2009 


1066 - gory, strategic, and educational, of all things. It was 
made by UK TV broadcaster Channel 4 to promote their 
two part documentary of the same name. 


Oddly notable for being able to taunt the enemy with such 
modern insults as OOZING-PUS WOUND. 


ine game: 


Developer: Nicky Case 
Released: 2008 


pP 


Abobo's Big 
Adventure 


Developer: Roger Barr, 


Nick Past, PoxPower (c 
Released: 2012 

A loving tribute to the NES 

starring second fiddle Double 

Dragon villian Abobo, with every 

other character from the console 

you can imagine showing up for 

the fight, and consistent changing 

gameplay every level. 
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PROVES An Adventure 


pr Developer: Daniel Merlin 
SPLAT! Goodbrey 


© Released: 2013 


MINIATURISED! 


4% 


A Small Favor 


Developer: Zeebarf 
Released: 2009 


On the right you can see a neat technique many Flash artists 
pulled - combining vector art (the smoke) with raster art. In this 
game, the smoke would move, creating a very memorable title 
screen. 


15% Comple 
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Achievement Unlocked 


Developer: John Cooney 
Released: 2008 


Launch corpse to ceiling 


eleton stuck in a launcher 


025 Hellbound 


026 Heavenbound 
Launch corpse to ceiling 


027 Secret Alcove 

028 Secret Cave 

029 Secret Hideout 
030 Death at O 

031 1 o clock murder 
032 Get Off Your Seats 


033 Cemetary 


John was an incredibly well known name in the Flash sphere, 
and this game is one of the first huge reasons as to why. A 
( loving parody of achievement-heavy games with a silly amount 
of pointless rewards to collect despite being entirely set in one 
room, it's arguably his most known game today, and while it 
wasn't the first game that introduced his blue elephant 
1 obsession, it certainly was the one to codify it. 


ans Century 


Аспо; s Energ 


Developer: Uselab 


К S 7005 


Аде of War 


Deyaloyer: Louiss: 
Released: 2007 


The single-lane strategy of Age of War plays well enough 
and is still enjoyable today, but the theme music, 
Waterflame's "Glorious Morning”, is beyond legendary to 
this day in Flash communities. 


It received two sequels, one of which, "Army of Ages”, 
doesn't actually have the Age of War name due to 
licensing issues. 


Amateur Surgeon 


Developer: Mediatonic 
Released: 2008 


Amorpnous+ 


Developer: [Innocuous Games 
Released: 2009 


Armee wien Wings: 
C Ud rris of 


Developer: Suri Studios 
Released: 2011 


Armed with Wings 


Developer: Sun Studios 
Released: 2008 


Flash Development, Part 1 


Couldn't interview a bunch of Flash game developers about Flash 
without asking them what it was like to develop in Flash, eh? 


Chris Condon 

(In Flash) | was able to do everything myself. While at university | worked as a contractor for 
Epic Games on a modification for Unreal Tournament called Infiltration as a level designer, 
the whole 3D game creation frustrated me. The amount of time ittook to do anything was 
enourmous, especially when very few of us were being paid to work on the game. If | needed 
a smoke animation, Га have to get the animator to do it, then get the programmers to 
implement К and then have to have the latest beta updated and then | could get at it. Now 
with Flash | can do all those steps myself, no middle people involved. Flash (was) by far the 
easiest level of entry for any form of complete “game engine”. It's flexibility and ease to do all 
sorts of games (was) just unmatched. EA MENOS 


The vector lines have become my look, everything | draw in my games has that vector look. 
I'm super comfortable with it. Super simplistic, super fast, easy to use, easy to animate with. 
People see it and they know it's instantly my style. When | tell people | still do art in Flash, 
they scoff at me, so | scoff back and tell them to go to hell. 
Paolo Pedercini 
| absolutely loved the vector drawing tools and | miss them every day. There is literally no 
application today that properly replicates the capabilities of Flash when it comes to making 
and animating vector art. | also loved how you could create assets, animate and program in 
the same IDE. It drove more serious programmers insane, but just made the workflow so 
streamlined. lm a much better developer now but I’m unable to make things as quickly as | 


used to in Flash. | 
Tyler Glaiel 


Fracuum was made in 48 hours for the Ludum Dare compo basically right after the console 
version of Closure (PS3) released, that game took 2.5 years to make, so it felt kind of crazy to 
return to Flash and make something entirely from scratch, by myself, in 2 days. That's the 
kind of thing that was only really possible with Flash. 
Chaz Carter 
As an artist | would often just create a set of movieclips with character or scene animations, 
set itup in a mock situation on the stage, give some intitial instructions and let the 
programmer do theirthing! After that we send builds back and forth while | tweak and refine 
my values. 


Chris Condon quote taken from 
https://armorgames.com/news/the-con-behind-the-artist 
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Antony Lavelle 

| spent many years trying to push 3D in Flash, and had a few reasonably successful takes on 
it, mostly in pseudo3D flat planes like in Sequester and Microboats, but it was always a 
struggle to make it work until stage3D and Away3D came about. Other than that Flash is still 
the best experience l've had with writing code once and having it run everywhere - the fact 
games I wrote in 2006 still run flawlessly today is testament to that. 


Antony Lavelle (paraphrasing Brad Borne, Fancy Pants Adventures 
designer) 


Flash offered both freedom and flexibility. Flexibility in the sense that it's powerful enough to 
make anything you want in, as long as you're not aiming for Gears of War style graphics and 
the fact you can basically draw in what you want, and build the game around it, and flexibility 
in the fact it's available anywhere in the world, on any operating system, without having to 
make lots of changes. The cartoonish nature of Fancy Pants and the fluid ways in which the 
levels were drawn would just not be possible on other platforms.. 


Nicky Case 

ОН HO HO GOD MY CODE WAS SO AWFUL. When I coded {Ве game:, | didn't know about 
Arrays. | didn't know about Arrays. But because I've copy-pasted code from platformer 
gamedev tutorials, guess how | "reinvented" Arrays? | drew a row of blocks off-stage, made a 
"pointer" MovieClip move with this.x += 1, and used .HITTEST(); TO DETECT WHAT BLOCK IT 
WAS HITTING. Jesus wept. 

(Note from the editor: This is exactly as bad is it Nicky made out to be.) 


Matt Roszak 

Mostly being aware of hardware limitations. Internet was slow, so your game filesize had to 
be reasonably small, and Flash content was completely powered by the CPU, so you 
shouldn't overdo it with the complexity of graphics. | think the most complex thing | actually 
coded was the path-finding function in my RPGs, and even that was based on existing 
algorithms, so I can't take credit for any groundbreaking technical accomplishments. There 
was always a forum thread somewhere where someone programmed the same thing before 
me. 


Antony Lavelle 

Flash was the only game in town if you wanted your game seen by more than a few people. It 
was so far beyond any other platform in terms of no barriers to entry. PC gaming barely 
existed beyond big boxed products, and console development was for grownups. 


Brad Borne paraphrased quote taken from 
https://armorgames.com/news/the-names-lavelle-tony-lavelle 
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time 186 


№123 Ye 


Developer: Johr 
Released: 2005) 


The Blind 
Swordsman 


Developer: Evil-Dog 
Released: 2014 


Unusually for a Flash game, the gameplay 
sections of The Blind Swordsman rely entirely on 
sound - listening for your opponent's footsteps 
and taunts to block and swing your sword. Even 
more unusual is that when the game takes off 
the blindfold, it has some of the best art in the 


Flash space. 


Bloons 


Developer: Каїрагазоїї 
Released: 2006 


This strange game about monkeys 
popping balloons is unassuming at 
first, but it would go on to be a hit for 
the studio who would eventually 
change their name to Ninja Kiwi... 


e ^^; 
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- = under this absolute insanity of monkey tower 
ч defense. The concept of monkeys popping 
balloons, 15 a silly one, but the gameplay is W 
АГ” Зүй . extremely in-depth for the genre, earning it 
Developer: Ninja kiwi „М millions of fans.across multiple platforms even 


Released: 2011 | after the end of Flash. 
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Developer: Damien Clarke 
Released: 2007 
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Boss Rush 
Apocalypse 


Developer: Dustin Auxier 
Released: 2014 


BOWMAN 


Developer: Frank Valzano 


15.142 ° 


“Flash made the online game industry 
evolve, flourish and then explode. We played 
a small part, but it was a huge part of my 
life. | saw our games being played close to 3 
billion times, with some including Bowman 
being played hundreds of millions of times. 
It is with great sadness | am witness to the 
death of Flash. Flash games made me, my 
business and altered my life. They allowed 
me to connect with the world and feel 
slightly less alone. 


-Frank Valzano, talking to Jonas Richner of flashgamehistory.com 
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Dow Mester Prelude 


Develover: Lost Vector 
Released: 2006 


и 
57 0 A 9 一 - 
231384 -一 C 
WS. avg = 7 


Developer: Sean Cooper 
Released: 2006 


Buble Struggle 4 


DEVE OPEN не сз С201821116) 016 
Heleased: 200% 


© Bubble Tanks 


Developer: Hero Interactive! 
Released: 200) 


ба 


г> ) ~ | Saa гч t frat 
Susi snoot-Out 


Developer: Miniclip 
Released: 2006 


One of the most popular targets of ire т Flash's entire 
history was then-US President George W. Bush Jr. - seriously, 
throw a dart, you'll hit a game making fun of Bush - and 
Bush Shoot-Out is one of the most memorable MSIE of the 
time period for actually being good. 


чий Cn 


Games shown: 
-10 Gnomes 
-1924 
-625 Sandwich Stacker 
-Aether 
-Aggressive Alpine Skiing 
-Anti-Idle: The Game 
-Arcane Online Mystery 
Serial: The Stone Circle 
-Arrival in Hell 2 
-Balloon in a Wasteland 
-Battalion Commander 2 
-Berzerk Ball 
-Bladeless 
-Bloody Rage 
-Bullet Audyssey 
-Bullet-Time Fighting 


Oh, bother! :( 


Hello! I am the Dragon of Wisdom. 
I know many things that you don t, 
but as you can see (can you?), I'm 
really hungry for food. So, feed me! 


A STORY I5 TOLD > 
OF A BOY WHO WAS LONESOME, 
WHO STRAYED Я HIT FAR FROM HIS HOME. 


The progenitor of the modern day endless runner, Canabalt 
combined a slick one-button control scheme with the odd 
premise of a regular workday being interrupted by a robot 
invasion. 


Canabalt 


Developer: Adam Saltsman 
Released: 2009 


Cargo Bridge 


Developer: Limex Games 
Released: 2012 


is that the geek \S dead, 


only One student lect (Fhe 


What now! Tne Classroorri 


Developer: Luksy 
Released: 2002 


Developer: Dan Erhard Olsson 
Released: 2007 


Slick presentation, intriguing puzzle like levels and 
the satisfaction of seeing a Jackson Pollock form on 
a wall or window explain the intense popularity of 
sniping games in Flash culture. 


Clear Vision is just one of these, but it was one of 
the earliest, and one of the furthest reaching, with 
four entries in Flash alone - the series continues on 
mobile to this day. 


Developer: LongAnimals қ 
Released: 2010 E 


Colour My Heart 


Developer: SilverStitch 
Released: 2009 
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voma 


Developer: Toshimitsu Takagi 
Released: 2004 


Escape the Room as a genre was popularized by multiple 
Flash games, more of which are in this book, but Crimson 
Room is undeniably influental in bringing escape games to 

the wider internet, due to its atmosphere and relative 
simplicity. 


Crush the Castle's sling-a-rock-to-knock- 
them-down gameplay went on to be a massive 
inspiration for the Angry Birds franchise...and 
considering how much fun it is to watch these 
buildings falling down with a perfectly placed 

shot, it's not hard to see why. 
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Cubefield 


Developer Max Abernethy 
Released 200€ 
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Cursor*10 


Developer: NEKOGAMES 
Released: 2008 


A thoroughly unique puzzle - control ten 
copies of your own cursor, helping yourself 
out through multiple different puzzles 


against a tight time limit. The favorite Flash 
game of one John Cooney. 


Curveball 


Developer: Paragon Digital Media 
Released: 2004 


SUPER CURVE BONUS! 


_Сусїотап!ас< 


Developer: LongAnimals & OBO AM 
Released: 2009 
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Syrien Airtos 


Developer: sticky Incorporated 
Released: 2007 


Origin Stories 


Everyone's gotta start somewhere. This is how a handful of 
developers did just that. 


Tyler Glaiel ү 
| started making games in Flash back in 2001 when | was 

11. | had a pirated copy of Flash 4 that | was learning how 

to make simple animations in, and | realized you could 
tween a button around and trying to click on it was 
basically a game. | made a game called “Pigeon Pooper” 
using that concept, burned copies of itonto a CD with a 
printed label, and tried to sell them to people for $5 each 

at my middle school. | sold like 5 copies of it. 


Antony Lavelle 

My introduction to Flash development started in late high school when my friend Matt 
started doing little animations т it and named his online flash persona as *The-EXP" | joined 
in on some of the things he did until one day when he showed my a simple game he made 
using the mysterious “actionscript” part of Flash which I had until then been ignoring. | could 
draw a shape in Flash and have it moving with keyboard controls in just a few lines and it 
went from there. It was about a boat which sailed up and down according to arrow key 
presses. My early priority was making Dragonball Z and Metroid fan games - you can still play 
my first game, Dragonball Z AS, on Newgrounds! 


Adam Saltsman 

It was when websites started using games as part of their advertising, | was able to get some 
paid work putting stuff together for a like... company that sold windshield wiper fluid. The 
programmer on that project, Ivan Safrin, later walked me through how to write and compile 
my own Flash games, which | would run on the Wii browser, of all things. 


Flashpoint: A Tribute to Web Games 96 


Edmund McMillen 

When | got into the scene, it was not so much Flash, but websites. Everybody was just making 
websites or e-zines - indepenent web magazines - Tom made one called New Ground, | made 
a few (thisisacryforhelp.com), and | used Flash along with Dreamweaver to make cool 
websites. | got into Flash just because | wanted to do that, and Flash was capable of much 
more than just pressing buttons to go to webpages. This made me experiment with 
interactivity - | made an interactive image called "The Pond" which was just this pond, | took 
а few images and converted them into vectors, | made a few zones you could click in the 
water that would spawn a ripple, make a sound, but one would make a decaying head come 
out of the water and go "woooh" and it was the coolest shit. 


Nicky Case | br } / / | 


Back when | was 101 got a book about this 
weird new animation thing called 95 _ 
Macromedia Flash. It featured a bunch of E 
animators, including -- if memory serves -- 
Happy Tree Friends, and Noogy (animator 
for Dust: An Elysian Tail). But among those, 
the book also mentioned this one sort-of- 
kind-of-a-game. Well, it was an animation 
with .gotoAndPlay(); buttons: 
JoeCartoon's "Frog In A Blender". 

It is an animation-game, on JoeCartoon, 
about a frog in a blender. The frog makes 
sarcastic comments at you while you click 
buttons to make the blender spin faster 
and faster. The frog keeps insulting you, 
until the final button, in which the frog 
turns into a gory red slushie. This kills the 
frog. One time I got angry at my grade 
school teacher, so | made a Flash 
animation-game inspired by this, and I 
named it, [Teacher Name] In A 
Microwave”. Given that | was growing up in 
Singapore, can't believe | somehow got 
away with it, and not, like, got my ass 
caned to confetti. 
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D-Day Defender 


Developer: Xeptic 
Released: 2009 


While many don't like entering the place of mind 
of a German circa WWII, the concept here is 
terrifying: wave after wave of neverending troops 
coming to overrun your position and probably kill 
you along the way. The intro, shown here, conveys 
the idea beautifully in the simple use of shapes to 
portray them and your single gun. 


Developer Dan Paladin; lion ІЕШІр 
Released 2005 


Death vs Monstars QU 


Developer: Garnereclairn 
| released: 2009 


Deep Sleep 


Developer: scriptwelder | 
Released: 2012 ш 


DICEWARS 


Developer: Gamedesign 
Released: 2001 


Dino Run 


Developer: Рїхе!)ат Games 
Released: 2008 


Divine Intervention 
Developer: Total Jerkface 


Released: 2003 


Dolonin Olympics 2 


Developer: Alan Kains 
Released: 2007 
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You UST shit on the floor! Congratulations! 


Don't Shit Your Pants 


Developer: Cellar Door Games 
Released: 2009 


The qamz hasn't started yat but you just 
couldn't Гизр yourzalf. TOU just Shit your 
pants. Garra Sugar, 


Fo 


YOU Forgot To Таке our pants arr! Tol juzt 


Shit your pants! Goma our! 


Your шіп fades and you hear à sort 
'PDEFÉFEF" as gou shit your pants. Ganz our. 


Don't Snoot The Puppy 


Developer: RRRRThat's5Rs 
Released: 2006 


RRRRThat's5Rs (yes, that's what the developer goes 
by) was a master of trolling a player through 
challenging expectations, and Don't Shoot The Puppy 
is their magnum opus. See, it's easy not to shoot the 
puppy - just don't touch any input on your computer. 
The game has so, so many tricks to throw you off and 
cause you to shoot the puppy, even though that base 
rule never changes. The simplicity is brilliant. 


Double Wires 


Developer: D. of | 
Released: 2006 


Developer: Wix Games 
Released: 2012 
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Games shown: 
-Carious Weltling 2 
Regurgitated 
-Castle Crashing the Beard 
-CellCraft 
-Clicker Heroes 
-CLOR 
-Dark Cut 2 
-Decision 3 
-Desktop Tower Defense 
-Don't Look Back 
-Dragon Fist 3 
-Drag Racer V3 
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Develover: Effina Carnes 
Releaseck 2010 


Electricman 2: 
The Tournament of 


Voltagen 


Developer: Damien Clarke 
Released: 2008 


i У ? J Elsonant Quest 


Е Developer: Jonn Cooney 


Released: 2011 
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Epic Combo 
Redux 


| 
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The third in a series of six choose-your- 
own-adventure games following Henry 
Stickmin, the unluckiest man on the planet, 
trying to complete his missions with a 
series of completely unreliable gadgets. 
Full of alternate endings, silly fails, cultural 
references and creativity, every game in the 
series has a lot of love poured into every 
path possible. 


A 2021 remastering of the entire series, 
including a final sixth game, plus a couple 
of memes along the way, thrust Henry back 
into the limelight - just as the smash hit 
Among Us found its way to mobiles. 


The Community 


Flash, and the websites it populated, were worlds in and of 
themselves. Here's what the devs thought of them... 


Tyler Glaiel 

| just remember how approachable everyone was. Everyone just wanted to help each other 
make better games, grow and improve together. There wasn't any focus on ARPUs or sales ог 
anything, just making games. The people who ran the platforms also made games 
themselves and shared this same goal. | had Tom Fulp on my АМ friends list when | was 14. 
Being able to freely talk to the owner of a huge platform like that is just unheard of today. It 
was hugely important to me as a kid. But man there were some scummy smaller portals out 
there. One in particular threatened me with libel for telling a (true) story about how much of 
a scumbag the owner of the site was on a private forum one time. 


Edmund McMillen 

Harsh. Harsh in a way that | was okay with (and still am). I'm a harsh critic of my own work. 
You got the usual comments, but some were nitpicky, but valid in some way, and you learn 
fast what doesn't jive. When everyone says the game sucks, but 20% say it's this one level, it 
was still enough, and you could read between the lines and get that sort of feedback. 
Sometimes it was good to get a comment at all. It's validation for being alive, being able to 
put something online and have someone say anything about it. I'd rather upset a bunch of 
people with my work than have no-one say anything at all - | had a section on my site for hate 
mail, just so | could heckle them. Even just one "fat faggot" comment meant that person saw 
my work, and made ita little more worth making. 


Oliver Joyce 

It was a real wild west. People weren't afraid to tell you your game was the worst thing since 
smallpox and that they hoped you would curl up and die! But by the same token, there were 
some really passionate fans who would support and champion Flash games and by 
association their developer. The nerves you felt the moment before pressing SUBMIT GAME 
on Newgrounds is what | remember the most. Months of work thrown to the public to either 
adore or destroy with 5 stars or the dreaded BLAM rating! 


Mat Annal 

A lot of people who were into Flash games would find us on other sites often noticing the pre 
game stinger animation and follow through to the Nitrome website. The site grew - at it's 
height it totally dominated any money we had been getting from licenses. Floods of emails 
and fan art from fans and other developers getting into Flash came in. We would not be were 
we are today without such a loyal fan base that grew around Flash. 


Daniel Sun 
| still get emails to this day from fans expressing their appreciation of games that | made over 
10 years ago. 
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Matt Roszak 

They were very honest in their comments/reviews! They clicked the links and bought the 
games! The internet was not very personal at the time, and users were generally more rude 
than they are today (or at least that's the case on the major Flash portals). Users had no 
problem leaving lazy reviews like "it sucks", "no mute button = 0/5", "| hate anime art", etc. 
But for me it helped build thicker skin, and there was enough useful and encouraging 
feedback in there to make all of the comments worth reading. When there's no barrier to 
entry, and literally anyone can play your game for free, there's a good chance many of them 
won't be into it, and that's fine. But it's also a good opportunity to learn how to make your 
next game appeal to more people. They were very happy to test buggy, beta versions of the 
games, which helped make sure there wouldn't be any major surprises on launch day. 
There's also a ton of fanart of my characters, which | always feature оп my website and also in 


the games themselves! 
Nicky Case 


The Newgrounds creator community was fantastic. We shared free tutorials, did collabs 
together, and gave (mostly) constructive criticism to each other. In particular, | want to thank 
Tom Fulp. First off, he's actually really nice?! Like, how many founders of big internet sites are 
not sociopaths, let alone legitimately kind and nice? He helped me be financially sustainable 

back when | was still a teenager, sponsoring {Пе game: and being very patient (perhaps at his 
expense) when | missed my promised release date over and over. 
Paolo Pedercini 
| remember being extremely impressed by Newground's architecture. The community-driven 
filtering and moderation was way ahead of its time. The users were great too. | published а 
bunch of provocative, openly leftist, semi-broken games there expecting to get destroyed in 
the reviews, but the kids were always open minded and willing to engage with unusual 
experiences. It was on Newgrounds that | realized the "gamers" were not a monolithic 
conservative group as they were often portrayed by the media in the early 005. Before social 
media imposed a viral logic to every bit of culture ever, | had quite a lot of faith in the power 
of internet users to organically select the best, more noteworthy content. 


Chaz Carter 

| do remember back in the day that there were some incredibly talented helpers on the BBS 
who were happy to send back and forth .fla files to fix problems, send it back and explain the 
code fixes. This open collaboration style was imperative to helping understand the very basic 
working of ActionScript 2 which ultimately transpired to be my gateway language. 


Reece Millidge 

| remember when Flash games were commonly shared via email or messengers, importantly 
by non-gamers as well as gamers. There was no other medium like it where people could 
instantly share a new interactive experience that they'd found. | think the sheer novelty of a 
rapidly developing and accessible internet really helped these things go viral. 
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Ine rancy Pants 
Adventure: Worle! 1 


Developer: Brad Borne 
Released: 2006 
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Final Ninja Zero 


Developer: Nitrome 
Released: 2009 


If you had to pick a single Flash game developer to put 
above all the others in terms of sheer consistent 
quality, Nitrome would be, if not the first pick, a 

podium finish. With over 100 Flash games under their 

belt with their own signature style, tons of genres and 

a lot of creativity, Nitrome made nothing but hits over 

their history in Flash (and they still make mobile and 

console games to this day). 


Final Ninja Zero, a fast precision platformer, made the 
cut for the book because it just looks cool. 
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in tha Loves 


Developer: Oslo Albet 
Released: 2009 


Flight 
Developer: Armor Garries 


Released: 2010 SOI; 


. Fly Guy 


Developer: Jason, Krogh 


` Released: 2002 


Fracuum 


Developer: Tyler Glaiel 
Released: 2012 
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| the big guy over here 
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Frog Fractions 


Developer: Jim Stormdancer 
Released: 2012 


VOIHBOL 


.. ZOO инна 
4 ШИ ооо y 
| ooo, 
roo EE 
тоо WB, 
000 BL, 
ооо aa 


ширээ! 'mammmm El 


5211511945 | 
000000 e 


000000 — ГЕН 


dOl үт n 
000” S3NI 1 


EI 
E 
= 
= 
ы 
= 
п- 
=] 


axe SES 


х А Games shown: 
| | -Earth Taken 3 
ын Тэг” \ -Emo Game 
| \ . -Endless War 3 
i \ | -Engage: Insect Island 
-Enigmata 2 
1 -Ерїс War 5 
\ -Every Day the Same Dream 
NÎ ; -Fantastic Contraption 
-First Person Tetris 
-Five Minutes to Kill (Yourself) 
ч | -Flood Runner Armageddon 


-Foreign Creature 2 


Ж 


Gateway 11 


Developer: Cockroach Inc. 
Released: 2008 


Sometimes a Flash game releases that's just...strange. Gateway and its sequel 
are absolutely in this ballpark - while bein simple adventure games 
with fairly easy puzzles, the atmosphere - black voids on one hand, oddly 


perverse views of people you don't know on the other - is what sets it apart, 
coming closer to feeling like a horror game more than anything. 
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Developer: Game in a Bottle 
Released: 2008 


= | 


GROW CUBE 


Japan is well known for sometimes having weird game 
concepts. The GROW series is definitely one of them, a 
mixture of god game and choose-your-own-adventure 
in which you add elements to an object, water, trees, 
and other more bizarre things, to build this 
civilization, and only the right selections at the right 
time would get you to the best ending. The other 
places the landscapes would end up show a great level 
of creativity, letting the series shine on every герїау. 


The creator, Nakayama-san, crowdfunded heart 


surgery. in 2019; he's still around making games. 


Gunslootl 


Developer: Andrew Wolf 
Released: 2010 


Imperfections 


Flash ain't perfect. We know that now, and we knew then, 
too. The interviewees weigh in on Flash's shortcomings. 


Lars Doucet 
Flash was slow and Flash was proprietary. Those were always the two big problems. 


Edmund МсМШеп 

It crashed. And would delete your FLAs. | made 25 minutes of animation for Super Meat Boy, 
and once | finished a cutscene, | saved it, and it corrupted itself. You didn't have backups at 
the time. | had to do all that animation again in the final two weeks of crunch. 


Terry Cavanagh 

One little issue with resources was audio - Flash had gotten a custom MP3 licence or 
something? I’m not really sure? But it meant if you wanted to make nice looping audio that 
you had to use the actual Flash animation tool to package it up as a .swc file, which was a 
pain. | had an old DVD copy of Flash | bought cheap on eBay just for doing that. 


Paolo Pedercini 

| hate how despite the massive popularity of Flash games, Adobe didn't put any effort into 
game specific features. It had zero support for game controllers, it didn't want you to use the 
right mouse click, accessing external files was a pain. Adobe seemed just interested in taking 
over the web by leveraging the ubiquitous plugin. If they stayed in their lane, and looked at 
what people were actually making with their application, Flash today could have been a 
game engine rivaling Unity or an actual professional-grade animation suite. 


Daniel Sun 

It was, and still is, a slow, low performance program. Autodesk had a piece of software called 
Scaleform that could take content made in Flash and super charge its performance. It could 
deploy that content to gaming consoles. It's never made sense to me why a 3rd party Flash 
Player could do so much more than the real Flash Player. 
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Tom Fulp 

Besides working around limitations like lack of variable support or lack of depth swapping, 
there is also weirdness with how Flash implemented certain things. For example in AS2 if you 
want to control the volume of a sound, setting the volume of it will actually set that volume 
for ALL of the sounds. To get around this, you need to make a unique movieclip container for 
each sound that is going to have a unique volume. It kinda makes sense but also trips people 
up atthe same time. 


Terry Cavanagh 

Thinking about it, some of those technical limitations were probably for the best. Like, one 
that comes up a lot now is how hard it 1$ to read from external files - which is why almost 
every flash game embeds everything in the swf file. Which, as itturns out, makes it a whole 
lot easier to archive and preserve things! 


Tom Fulp 

| think it would have been amazing if Flash had grown to include export options that 
included “Xbox”, “Playstation”, basically whatever console platform you want to run your 
game on. | wish they could have kept doing things in the AS2 space for people like me but 
that's a big ask. Ruffle is using hardware acceleration to run classic games in fullscreen mode, 
something the traditional Flash player never did well. 


Matt Roszak 

Mostly being aware of hardware limitations. Internet was slow, so your game filesize had to 
be reasonably small, and Flash content was completely powered by the CPU, so you 
shouldn't overdo it with the complexity of graphics. | think the most complex thing | 
actually coded was the path-finding function in my RPGs, and even that was based on 
existing algorithms, so | can't take credit for any groundbreaking technical 
accomplishments. There was always a forum thread somewhere where someone 
programmed the same thing before me. 


Shawn Tanner 


It was packed full of bugs and janky features. But when the alternative is "not making 
games”... 
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Developer: Vasilly Hostin 
Released: 2011 


Developer: Total Jerkface 
Released: 2010 


Popular to the point of insanity, this 
motocross-gorefest combo game 
took off like a rocket thanks to the 
addition of custom levels. Over ten 
million levels made billions and 
billions of plays over the course of 
the Flash version's lifespan, making 
it not only one of the most popular 
Flash games, but one of the most 
popular games in the world at its 
prime. 


While the HTML5 version is still 
playable to this day, Happy Wheels 
still owes its origins to Flash. 


John Cooney 
2008 


Developer 
Released 


Developer: SquareCircleCo 
™ Released: 2005 


Helicopter Game 


Developer: SeeThru.co.uk 
Released: 2002 


The iPhone had Flappy Bird, and Flash had Helicopter Game. A 
mainstay on almost every Flash portal out there, the combination 
of high gravity, fast movement and quick clicks was endlessly 
replayable. It's hard to count just how many plays this one got, but 
itand Flappy Bird are probably neck and neck. 


Hexagon 


Developer: Terry Cavanagh 
Released: 2012 


Hide the Fart 


Developer: Head Map, KJH 
Released: 2004 


rloshi Saga 


Developer: Yoshio Ishii 
Released: 2007 


Games shown: 
-Gimme Friction Baby 
-Ginormo Sword 
-Give Up 
-Gold Miner 
-Gravitee Wars 
-Hanna in a Choppa 2 
-Haunt the House 
-Hell 
-Himatsubushi 
-Hobo 3 
-Hungry Knight 


One of the easiest things to make 
back in the day in Flash were quiz 
games - simple buttons to click, 
one or two variables for right and 
wrong answers, there you go. The 
Impossible Quiz turned that on its 
head by not being entirely 
impossible, but so obtuse and 
insane that it might as well have 
been. 


Thankfully, the game was nice to 
you by offering you hard-to-find 
question skips! Totally not a trap 
at all, no siree... 


The Impossible Quiz went on to 
inspire many imitators and a few. 
sequels, but the original still 
remains the best. 


The Impossible Quiz 


Developer: Splapp-Me-Doo 
Released: 2007 


IndestructotanK 


Developer: Antony Lavelle 
Released: 2007 
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Developer: ТОСЕ 
Productions 
Released: 2009 
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Insane Orb 


Developer: Werner Valdez 
Released: 2004 


Insane Orb isn't particularly notable in the 
gameplay standpoint; a simple human versus Al 
pong game with new tricks every few points to shake 
things up. 


What makes it notable enough to be in the book is 
somehow, this little game that's otherwise 
completely average became the most played game 
on Newgrounds. It held the position for years with 
over forty million plays to date. It only recently lost 
the #1 spot to viral HTML5 hit Friday Night ЕипКт: 


Interactive Buddy 


Developer: Shock Value 
Released: 2004 
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The Standouts 


| asked everyone if they had any memorable stories from 
Flash's glory days. Here's just a few. 


Nicky Case 

I'll admit | sold my soul a bit -- MaxGames liked my game spreading their brand, but uh, "hey 
Nicky could you remove the {Пе game: levels that satire religion? Just, uh, y'know, it's the 
mid-00's internet, could you..." okay fine | did it. But I put all those levels into the 204 :the 
game:, which was directly sponsored by Newgrounds. Also, an incredibly late confession, but 
the ATHEISM :THE GAME: level from the 2nd :the game: was a joke directly stolen from Ze 
Frank's TED Talk. True Facts About The Teenage Nicky Committing Plagiarism. 


Matt Roszak 

| really loved some of the April Fool's Jokes on Newgrounds. There was one year when the 
website "made some changes to get un-blocked in China". The front page was covered in pro- 
China propaganda. The forums filtered many words - user became "worker", BBS became 
"rice paddy", Tom Fulp became "glorious leader", etc. Usernames were replaced with random 
vaguely Asian names like "brucelee" and "Xi-Jinping", and avatars were replaced with Mao 
Zedong's face. A lot of users didn't realise what date it was, thought the changes were 
permanent, and got mad. In retrospect it was pretty offensive, so | don't think we'll ever see 
anything like it again, but it was great fun. 


Adam Saltsman 

One time me, my friend and mentor Ivan Safrin, FEZ creator Phil Fish, Aquaria and FEZ 
contributor Brandon McCartin, probably someone else too, we made a whole game in about 
30 minutes, sitting on an old sofa in the bar at achiptune music festival venue, in the middle 
of a NYC blizzard. We were not super sober, and we made a game about trying to drunkenly 
toast each other with small hamburgers? It had voice acting and everything. Thename drops 
are not the important thing here, for me it was kind of the first time | was able to like ... make 
a game so fast it could be part of a joke in a conversation? In that place and time, that was 
just incredible to me. 


Antony Lavelle 

My ‘breakout’? moment of coming second in (Armor Gaming Challenge #5). | won $5000 and it 
was the most money ГА ever had. | had a new baby at the time and we were beyond broke. 
Then being offered a full time job by Armor to do what | love meant my entire life was turned 
around by this industry. 
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Oliver Joyce 

The first Flash game | released was actually for a big cruise ship liner! It was a contracted 
game that was released on their website to staff only. | think it was done as a bit of a morale 
booster because the whole game was about having to deal with demanding and horrible 
customers on board the ship! 


Edmund McMillen 

| did this really long 5 minute animation for this condom company called Canadian Nookie, 
and they referred to condoms as "mounties", and | had to make a talking dick mountie. It was 
very patriotic, and | even made them a website in Flash, and then nothing. Radio silence. 


Oliver Joyce 

Back in the early days of Flash gaming, the company | worked for was approached by a big 
European games portal to make 40 games in 40 weeks. It was a daunting challenge, and I 
don't think we ever got them all done - but the games that did get out there reached millions 
of players. We used to load in MochiBot ( analytics software) to track the plays, and some 
days, seriously, these humble little Flash games were getting 400,000 plays a day. 
Comparable to any indie game you might see today, or even higher - but the press just never 
covered Flash games so they never got serious respect. 


Tom Fulp 

One of my first paid Flash projects was an "Ask the Penis Monster" game | made for Troma, to 
promote Tromeo & Juliette, a movie directed by James Gunn long before he made Guardians 
of the Galaxy. Yahoo had a print magazine called Yahoo Internet Life and they asked Tommy 
Lee from Mótley Crüe what his favorite thing on the Internet was and he said it was the "Ask 
the Penis Monster" game. 


Mat Annal 

We went to a Flash event that was held the day before GDC back in the day. It was a big deal 
us traveling to the US for a conference back then and it was surreal how many people knew 
who we were. We felt like celebrities for the day! Then when we went to GDC the day after 
nobody knew us at all so it was a big bump back to earth. We have moved into other areas of 
gaming since and have some degree of popularity but still nothing compares to that one day. 


(Note from the editor: There was also that time someone hacked Newgrounds and replaced 
all the pictures with dicks.) 
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Jelly Battle 


Developer: 20:20 
Released: 2007 


Realistic 
Internet 
Simulator 
AKA Kill the 
Popups 


Developer: Rob Manuel 


Released: 2003 


AR Kingdom Rush TP 


Developer: Ironhide Games Studio 
Released: 2011 
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Flash Development, Part 2 


More stories about trying to cram everything you 
could into a Flash game. 


Oliver Joyce 

Inthe pre-broadband era, a lot of people had really slow modems and we had to really strive 
to keep filesizes small. Most games | made were under a MB т size, including all art and 
sound! To keep the games small, | almost never put music in them outside of a title theme. Га 
compress things so much they sounded really tinny, like an AM radio. Not to mention 
performance - vector animation has to be calculated. If you tried to get too clever with it, or 
throw in too many particles, for instance, things would really slow down to a grind. By default 
ld turn off anti-aliasing as it was a luxury that looked great but ate into the framerate. Same 
with running a game fullscreen, that was a no-no. 


Lars Doucet 

One of the hardest challenges in CellCraft was getting the cell membrane to work correctly 
and | still somehow get bug reports from people who tell me when they get it to freak out. 
The cell membrane basically worked by drawing bezier curves around a series of points that 
stretch out in a circle. The membrane then always wants to contract, but to prevent it from 
doing so | put a bunch of invisible circles around the perimeter that it can't penetrate. To 
make the cell membrane “wobble” | move these circles in and out from the center. When the 
player wants to move the cell, they click and drag to form a pseudopod, which sends out one 
of these hard circles from the center of the cell that has a "sticky foot” that drags the rest of 
the cell with it. Astute readers will realize this is basically a physics engine, but instead of 
doing the smart thing like reaching for Box2D, I rolled the whole thing myself. 


What was particularly tragic is | had just finished a class in physically based modelling the 
year before in college. But | had been sick and missed the entire last 3 months of class. While 
doing the make-up work the professor realized that | could still get a B in the class even if | 
entirely skipped one of the major homework assignments, so he gave me the option if | 
wanted it. As fate would have it, the project | chose to skip was the “springy mesh" exercise, 
the one project out of the entire class that would have properly prepared me for modeling 
the cell membrane in CellCraft. 
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Tyler Glaiel 

Closure is an interesting one historically as well because I think its like, the first (and maybe 
only? besides one other smaller thing | made) game that used Pixel Bender - which was 
Adobe's first attempt at adding shaders (per-pixel special effects created programatically) to 
Flash, and got replaced with something else pretty quickly. But it felt super new and cool at 
the time it was released cause it just did a bunch of things that Flash games weren't 
supposed to be able to do. 


Flash did not really have a concept of a pixel for much of its history, since it was "vector" 
based (meaning, everything you saw in flash was stored as a mathematical description of the 
shapes they take up, so you could zoom in endlessly and never see pixels, and it could run 
animations in any resolution). Flash 8 added some per-pixel special effects like blurs and 
bevels, but they were just a couple of built in things. It also added a way to manipulate 
bitmaps, but it had to be done via Actionscript which was usually way too slow to handle 
doing anything fancy. 


Pixel Bender was a new programming language and toolchain that was meant to allow 
people to write actual shaders that could run fast. Closure used it to composite the lighting. 
The art actually used a lot of shades of gray in it, and it would compare the brightness of a 
pixel to the brightness of the light, and make it white if the light was brighter than the pixel, 
and black otherwise. 


Dh 47 "ч me S". ^ 
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The Last Door 


Developer: The Game Kitchen 
Released: 2013 


The Last Stand 


Developer: Chris Condon 
Released: 2007 


Developer: H12fc Ecole de 
Design Nantes Atlantique 
Released: 2007 
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1, the author of this book, admit that this pick is 
more of a personal one, but it's simply an example 
of the weirdness of Flash that you can find simply 
by chance. This ADU odd French tale of a man 

who just can't sleep, eventually leads to 
electrocutions, poisonings, weird references and an 
out-and-out freakout that's entirely relatable. It's 
over the top, funny, and | never would've learned 
about it had I not hit the random button in 
Flashpoint on a whim. 


ии 


Learn to rly 


Developer: Light Bringer 
Released: 2009 


Line Rider 


Developer: Boštjan Čadež 
Released: 2006 


This is one of many Flash "toys" - not so much a game, but a 
sandbox. It was simple - draw a line, and the little sled dude 
would ride it...usually falling off, whether it be the slide or the 
line, into the abyss. Line Rider took off like wildfire, and still 
exists today in HTML5 form, but people's creativity has been 
endless; just look up "Line Rider" on YouTube TT see 
dozens of beautifully drawn levels with hundreds of millions of 
views, showing a good idea has intense longevity. 


1 ww” ^ , 


m= -т mm b — 1 вт - - 


14 
SS й 


Y 


) 


N 
al 
| 


ДА!!! 


The bigger they are.. 


248 mu. Р, — 


NET 


s . : ee 
Games shown: e Зэв 


-ImmorTall 


-Intrusion 
-I Wish I Were The Moon 
-Jacksmith 8 
-Johnny Rocketfingers 2 # 
-Knight Аре 
-Lesbian Spider-Queens оў 
Mars 
-Little Wheel 


Madness Accelerant 


Developer: Tom Гир, Matt Jolly ёс MindChamber 
Released: 2009 : 


„теш = 


Madness was a series created by Matt Jolly involving these grey- 
headed people beating the crap out of eachother, and it Р 


ша. N 
% practically became а Newgrounds icon overnight, spawning many 
| entries both official апа non-official. Accelerant, a game remade 
Exe from the 7th animation in the series, was the pick for this book 
just due to the sheer spectacle of the fight between man and 
demon. Long story short; it's awesome. - 
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Material Sniper 


Developer: TANAKA U 
Released: 2008 


eloper: Jonathan Сето оа тота velie: 
ased: 2008 | 


= Metele Al Ordenata 


Developer: Javi Hernandez Hernandez 
Released: 2004 


Miami Shark 


Developer Mausland 
Released’ 2009 


Mike Shadow: I Paid For lt! 


Developer: Tanoku 
Released: 2011 


Mitoza 


Developer: Gal Mamalya 
Released: 2011 


Developer: Red Herring Labs 
Released: 2009 


In an age where most Flash games were only a couple of 
megabytes, you didn't often see big flashy productions 
that could fit on a PS2 DVD of the time. Morningstar 
threw caution to the wind and included a full FLV intro, 
making it one of the most memorable starts to a Flash 
adventure out there...while still looking great in the 
gameplay department too. 
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Released very early in the lifespan of Flash, Mystery of Time and Space (погтайу referred 
to by the initials MOTAS) was heavily influential on the escape the room genre of games, 
becoming an internet legend along the way for its unusually complex puzzles and odd 
science fiction elements, despite the incomplete story. 


And a legend it almost was; while some of the game was saved originally, the last third of 

the game went down with the original website. It took years, but a backup copy of the full 

game resurfaced in 2019, which was implemented into the Flashpoint project. The image 
you're looking at is the previously-lost final screen. 


My Friend Pedro 


Developer: DeadToast Entertainment 
Released: 2014 


Your friend. 
| CLICK 险 > 


Going Viral 
Неге 5 what all the Flash developers I interviewed had 
to say about going viral on an age-old Internet. 
Adam Saltsman 
(Canabalt) was expensive, even though the game was only 3MB (which was basically the one 
MP3 file), I think the first month of traffic from our self-hosted site was like 1.5TB. In 2009 that 
was kind of pricey! 
Tyler Glaiel 
(Magnetism) went pretty viral as well, driving a lot of trafficto my website and earning me 
actual money for the first time. | caught a friend playing it in my highschool without knowing 
| made it, that was a trip. 
Matt Roszak 
Getting front-paged on Newgrounds was always exciting when I was a kid making Flash 
animations. Some of my animations even ranked +1 on the website briefly, which was very 
motivational. | was actually on holiday just after EBF3 launched, so I don't remember 
following it that closely, other than being excited about the play count on Kongregate. It's still 
my most played game ever, and it's got somewhere around 20-25 million plays across the 
whole internet. 


Shawn Tanner 
| made Territory War for an Armor Games contest, and it ended up winning first place. | didn't 
realize the demand for a free, online knockoff of “Worms” was so great. It didn't really go viral 
in today's terms, but it just consistently received a lot of plays. | capitalized on this by creating 

a sequel with online play and that's when things really picked up. 


Paolo Pedercini 
It's hard to tell because | almost immediately got a lot of attention from both traditional 
media and internet based ones. | can't remember how many times a big blog or an early 
social media channel would just link to my artisanal site and take it down due to excess 
bandwidth. 
Mat Annal 
At our height | believe there were over 1 million players a day just on the Nitrome site. Those 
are amazing numbers that | wish we could reach today. 


Edmund McMillen 

There was a UK magazine called The Internet Magazine, and they emailed me saying they 
included a copy of my work in their magazine. Somebody had done a very small, sidebar 
article about Dead Baby Dressup. It was so weird to see my work in a magazine from a whole 
other place, entirely out of your influence, validating your existence. | used to collect all of 
them, but | ended up with a crate of magazines | didn't want anymore. | still keep that one, 
because my grandma wrote on it. Page 48, so she could remember where | was mentioned. 
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Oliver Joyce 

The first Flash game of mine that went pretty viral was an apocalyptic motorbike racing game 
called Diesel and Death that got picked up by a number of big game portals and for a while 
there was being played a hundred thousand times a day. At the time | thought | was a huge 
success and the game was going to change the world. | laugh at it now but | thought the 
game was so significant it warranted a Wikipedia entry. | actually typed up an article and the 
Wikipedia moderators deleted it as not being noteworthy, haha! Ah the arrogance of youth. 


Antony Lavelle 

IndestructoTank got a glowing Newgrounds front page recommendation from Tom Fulp, and 
scored incredibly well on the site, making more views in a few days than all of my other 
games put together. It got featured on a bunch of other sites and basically spread across the 
net. When | saw it featured in a ‘real’ game magazine made of trees, it was amazing. 


Tom Fulp 
Each time feels great and you miss it when it’s gone! Sometimes the Internet surprises you 
and something becomes viral all over again, like Pico did as a result ofthe success of Friday 
Night Funkin’. That felt a little more overwhelming and awkward the second time around, 
though. 
Chaz Carter 
My first viral hit was The Gun Game. It came at a point т my life where | genuinely 
questioning my purpose. | lived in the middle of nowhere, stacking shelves in a supermarket 
night shift. ГА wake up and work on Flash games. When I came home from work, Га do the 
same. It was a miserable job, and | spent every minute there thinking about my games and 
every spare minute or day off working on them. | can't believe how relentless | was, thinking 
back. One night | decided I'd had enough and | walked out. | wasn't very good at code and 
decided I'd try to get good at artwork instead while living off of my savings. | was making 
everything in Flash 8 with the line tool and using a mouse. | made a post on the now defunt 
Mochi forums looking for a coder and Nick got in touch with me. | sent him two very basic 
graphics of a fistand a hand holding a gun. We had some back and forth and Nick slammed it 
into box2d and made this really cool little physics sandbox. When he sent me the first demo | 
couldn't believe that | was working with this guy, and my art was doing those things. We put 
the game up on FlashGameLicense when it was done, and this was the first time | saw my 
games begin to attract genuinely significant bids. This is why | would always say Flash and 
the community around it changed my life; after | licensed that game, | made enough money 
to make up for the months I'd spent making games to that point, and | registered myself as 
self employed. That was in 2009, and to this day I'm still registered as a self employed game 
designer. The Gun Game not only put my work in front of millions of pairs of eyes, it also 
opened mine up to the possibilities of what | was capable of and it gave me immense 
confidence going forward. 
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N: The Way of 
The Ninja 


Developer Metanet Software 
Released 2004 


While the platforming of N made it a smooth and satisfying experience to play that 
would still be remembered today, the included replay and level editor functions 
pushed the community support for N to a new level. With over 500,000 unique user 
levels created across each version of N, only a very small handful of games could 
beat N on sheer numbers. 
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Nekra Psaria 


Developer Drawmaneater 
Released 015 


Games shown: 
-Malstrum's Mansion 
-Mardek 
-McDonalds Videogame 
-Mighty Knight 
-Mountain Maniac 
-MURDER 
-Nevermore 3 
-No Time to Explain 


One Chance 


Developer: Dean Moynihan 
Released: 2010 


In six days, every single living cell on Planet Earth will be dead. 


You have one chance. 


One Chance starts out relatively innocent - a choose-your-own-adventure game 
about a cancer-cure-turned-megavirus threatening to destroy the world, and your 
choices deciding what happens. But when you try to reload the page to go for 
another ending, a browser cookie reloads the ending you originally achieved - 
they weren't kidding when they said "уои have one chance, and for the majority 
of players who didn't catch this trick, it was absolutely true. The game itself 
doubles down on this by there being no ‘golden ending’ - every ending results in 
suffering, no matter what you do. It caught a lot of attention for this mechanic, 
both positive and negative. 
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Onomastica 


Developer: Denis Galanin 
Released: 2013 
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Developer; The,Men Who Wear Many Hats Released: оо 48 


Making a Living 
There was gold in them there hills. Let some developers 
tell you about everything from ads to sponsorships. 


Edmund МсМШеп 

Sponsorships started around 2005, where people started getting competitve with 
Newgrounds. Sponsorships were simple - add ad space, add a button that links to the site 
that sponsored you. Started at a couple hundred, moved to a couple thousand. | made about 
51500 to 52500. 


(The first time | went viral) made me feel like | could make a living off of this. | put та 
tremendous amount of work to build a base and send my work to as many people as 
possible. | saw my friends becoming millionares and | felt like | could do it. | compiled all my 
stuff on a CD and snail-mailed everyone | could. Cliff Blezinski and another dev at Irrational 
Games saw my work, mentioned me in an interview, and gave me contacts at Microsoft and 
Nintendo. 


And that's how you made Super Meat Boy? 


It was originally Gish 2, but that fell through and Meat Boy was my most popular and least 
abrasive game. 


Tyler Glaiel 

At its peak, you could usually get around $7-10k for a sponsorship on a game. If you have to 
split that 2 ways (programmer / artist), you would have to make about one good game per 
month to survive. It can be hard to keep up that kind of output when the quality threshold 
kept going up, and when living expenses keep going up. A lot of Flash devs were teens as well, 
solthink part of it was just a lot of kids becoming adults and suddenly needing to actually 
support themselves financially and finding it hard to do that on Flash games alone. For me, | 
just wanted to make bigger and better games, and Flash was not very well suited for big 
projects. 


Edmund McMillen 
People started buying the rights towards the end. The Binding of Isaac almost belonged to 
Adult Swim. 
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Nicky Case 
| used to make games as a hobby while in high school (to only the mild detriment of my 
grades). | kepttrying my luck, though, entering into as many Flash gamedev contests ав | 
could. My most humiliating failure was when | entered ап ArmorGames contest, which had a 
sub-category for stick figure games, where the top 4 games would win a prize. Five games 
were entered, including mine. | did not win а prize. Eventually, after 5(?) tries at contests, | 
made & entered :the game: into aMaxGames contest, and won 204 place -- 59000! -- but 
somehow, | won a place in Newgrounds and Flash history. 
Matt Roszak 
My first sponsorship was $6K in 2009 - this was life changing money for me at the time. The 
highest number | was offered was $55-60K for Epic Battle Fantasy 4 in 2012 - | didn't actually 
remember it was that high! | turned it down cause | enjoyed working with Kongregate, and | 
sold a lot of DLC on their website, so it turned out similarly well. Kongregate mentioned to me 
that one ortwo games ended up making $100K in sponsorship money from them, and that 
the popular games with micro-transactions were even more lucrative than that. Some of their 
MMOs made over $1M from in-game purchases. 


| think Ninja Kiwi must have been making a crazy amount of money with Bloons Tower 
Defence, since their company recently sold for $186M. Emily from Kongregate has confirmed 
this is more than Kongregate sold for - and it may be the most profitable company that came 
out of the entire Flash games scene. 
Lars Doucet 
We were in a bit of a weird situation -- with Super Energy Apocalypse and CellCraft the 
sponsors were non-profits (Houston Advanced Research Center for S.E.A. and Carolina 
Biological Supply for CellCraft) so we went outside of the ecosystem for that. And with 
Defender's Quest we eschewed traditional licensors because we wanted to direct all of the 
traffic to our own upsell page. 
Mat Annal 
Nitrome started off from some client based work that was offered to us. When that dried up 
we made a game under our own IP to promote ourselves and sold licenses. It was not easy 
but we made enough to keep doing it and it grew quite quickly over a few releases. We got an 
ongoing deal to make games sponsored by Miniclip and later MTV wanted to make a similar 
deal which meant we could take on staff and get a proper office. 


Daniel Sun 

There were a lot of businesses that wanted a piece of the Flash Game market and they would 
be willing to drop a ton of money. | have genuine respect for sites such as Kongregate, 
Armorgames and Newgrounds - but often there were other bland and uninteresting portals 
that would pay a higher price. If | could go back now, | would have taken a smaller deal with a 
portal | had more respect for than to sell my game to these other companies that no longer 
exist. 
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BREAKING NEWS 


GOVERNMENT OF NORTH AFRICA SHUTS 
DOWN HOSPITALS 


GOVERNMENT OF NORTH AFRICA 
DECLARES MARSHAL LAW ТО PREVENT 
INFECTION 


GOVERNMENT OF RUSSIA STARTING TO 
1AND OUT BOTTLED WATER DUE TO 
INFECTED WATER SUPPLIES 


VERNMENT OF RUSSIA STARTING TO 
D OUT MASKS TO PREVENT 
ECTION 


MENT OF JAPAN ENFORCING 
O PR CTION 


Pandemic 


Developer: Dark Realm Studios 


Released: 2008 


EAX 


Developer: Flioline Studios 
Released: 2007 


LEVEL 22 “0 0 


Developer: Yoshio Ishii 


ACT. 55/55 Released: 2012 
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Iconic in so many ways - one of the first major Flash games to 
exist, the beginning of Tom Fulp's career, incredibly edgy, violently 
gory, and a technical marvel for Flash at the time. It spawned Pico 

Day, a series of games and animations for the ora nge e-haired 
titular character, he became a mascot for Newgrounds for years, 
and one could argue the intense popularity solidified 
Newgrounds, and by extension, Flash culture. 
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Portal: Tne Flasn Version 


Developer: We Create Stuff 
Released: 2007 


Pyongyang Racer 


eveloper: Nosotek 
eased: 2012 


One of the few games developed entirely in 
the Democratic People's Republic of Korea, 
Pyongyang Racer takes you on a round trip 
through the city where your car is overly 
fidgety and horrible to drive, landmarks that 
insult your driving capabilities, a tour guide 
that insults your driving capabilities, and an 
end screen that insults your driving 


capabilities. The entire prospect comes off asa = 
tongue-in-cheek parody of the nation it comes + TL an E 
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Turn left. You shouldn't 
be allowed on the road!. 


Games shown: 
-Orgasm Girl 
-Outpost: Swarm 
-Ownage Burst 
-Party Hard 
-Perfect Strangers 
-Phone Story 
-Playing with Fire 2 
-Plazma Burst 2 


-Potty Racers 4 World Tour 


QWOP 


Developer: Bennett Foddy 
Released: 2008 


You never know how hard running is until you're controlling someone who's 
never run a race before. 


QWOP has you controlling the calves and thighs using the Q/W/O/P keys, 
and it sounds simple on the surface, but covering the 100 metre stretch - with 
a hurdle halfway through - takes a lot of mastery. The majority of runners 
never managed to stop face-planting before the five metre mark. 


Developer: Vambeer 
Released 2010 
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Develdper: Sarah Northway 
Released: 2011 


Developer: Anna Anthropy | 
Released: 2010 


The Repuolia Times 


Developer: Lucas Pope 
Released: 2012 


While Lucas Pope had made a handful of games before this, The Republia 
Times is both his first Flash game and his first game about a totally free 
and fair society. You're a government worker, a rebellion forms, the story 
changes depending on what you do and don't do by choosing newspaper 

headlines. An interesting tidbit is that you can follow along certain 


storylines through said newspaper headlines. He would follow up this with 
games like 6 Degrees of Solitude, The Sea Has No Claim and Unsolicited, 
but his grand claim to fame would return to the themes of The Republia 
Times in the form of Papers, Please. 


сеј Finally Hitched! 


КОБО Unicorn Attack 


Developer: Adult Swirri 
Released: 2010 
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Developer: NIGORO 


Released: 2011 


(АТ: 


Slap her cheek! 


= 4 E 


Ed d ый 


Sometimes, video games are perfectly normal. You have RPGs with long 


stories, shooters with guns and explosions, puzzles with high complexity 
and immense satisfaction on completion... 


Then a Japanese developer comes along and says "screw it, women slapping 
eachother”, and turns it into a game. And an indepth one too, where you 


have to time your blocks and properly drag your mouse to send out a slap. 


What do you even say to that, outside of "yep, that's going in the book"? 


Their Favourites 


Even our developer friends played Flash games from 
time to time. Just which ones were their favourites? 


Tyler Glaiel 
Castle Crashers was made in Flash. The game was coded and illustrated in it, with an 
emulation layer inbetween for things like networking and console. 


Antony Lavelle 
The William and Sly series. | go back to them time and time again to zen out. 


Adam Saltsman 


Му most reliable shoutout is Redder by Anna Anthropy. 
Nicky Case 


N, for being technically stunning, Fancy Pants Adventure for combining that with being 
visually stunning (the transition between moving left to right in the animation still impresses 
me), The Dead Case for proving Flash could be powerful for storytelling, and Dys4ia for being 

raw, indie and personal...and being more relevant to my life than I realized. 


Edmund McMillen 

| always liked Tom and Dan's games (Dad n' Me/Alien Hominid). | spent a lot of time pushing 
other developers like Anna Anthropy (Redder, Dys4ia) and Maddy Thorson (Give up Robot, 
MoneySeize) to go from making games for free to charging for them, and I love their work too. 


Oliver Joyce 
Motherlode is my guilty pleasure, really smooth and a great find treasure/upgrade robot. And 
| always marvel at the size and art of Adventure Quest. 
Lars Doucet 
Creeper World, Cursed Treasure, GemCraft, Kingdom Rush and The Space Game. | played a 
lot of generes and loved them all, but these are always my favorites. 


Reece Millidge 
| remember being mesmerised with the curling title letters of the first Samorost game, and 
how much could be done with these new web tools. Vector Park's Feed the Head and 
Windosill were unorthodox and sublime puzzle games. They haven't aged a day, and I still 
hold them in the highest regard. 
Daniel Sun 
Fancy Pants Adventure felt far ahead of its time with its platforming and physics, and Red 
Code's foggy alien planet atmosphere inspired me to take my art to the next level. 
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Shawn Tanner 

Pico's School, Ronin Spirit of the Sword, Madness Interactive and Ultimate Flash Sonic 
pushed the limits of Flash at the time and | always find myself leaning towards them. Them, 
and Don't Shit Your Pants. 


Terry Cavanagh 

Redder is one of the best platformers ever made, Moneyseize has a great structure to it, Soul 
Brother is Adult Swim's best sponsored game, | was obsessed over Gemcraft chapter 0, | 
really like A Triangle Morning's adventure games, and Gregory Weir's games are all great, 
especially his game-a-month series from 2009. 


Matt Roszak 

My favourite obscure games are "When Pigs Fly" by Anna Anthropy, and "Death vs Monstars" 
by GameReclaim. Both are short, quirky, action games that are fun to come back to and 
replay, and have aged well IMO. The "Frantic" series introduced me to the bullet hell genre. 
"VVVVVV"", "Machinarium" and "Binding of Isaac" showed me that even Flash games could be 
published on Steam/desktop and be seen as "real" games, so that was inspiring. Currently 
I'm playing "Run 3", which I'm surprised supports my new ultra-wide monitor perfectly. 


Paolo Pedercini 
Oh boy... Windosill, Captain forever, Dys4ia, Coil, Republia Times, The Antiwar Game, QWOP, 
| wish | were the Moon. I’m sure I'm forgetting some crucial ones... 


Tom Fulp 
Phoenotopia was one of the last big Flash games NG sponsored and it remains one of the 
most ambitious, so | like that we went out with a bang. Рт a big fan of Abobo's Big 
Adventure, a ten year project that encapsulates so much of what was fun about the Flash era. 
There are games like Toss the Turtle and Miami Shark that | think are good representatives of 
the quick fun you can have with web games. | love Edmund McMillen's games, with Spewer 
and Time Fcuk being two examples. The Henry Stickmin series by PuffballsUnited is 
charming, Thelemite by Sosker is lots of fun, Obsolescence by Connor Ullmann is a cool 
bullet hell and The Game series by Nicky Case is really clever. Snailiad, Level Up and Redder 
are great Metroidvanias. 
Chaz Carter 
| enjoyed the 'McDonalds Videogame' from Molleindustria because it was the kind of thing 
that made me realise what you can actually do in Flash. Stickman Sam's aiming is so good I 
tried to code it myself so | could make a game like it. And the Ray series from Phil at CoFlash - 
| feel like it knows how obvious its inspiration was and leant into it, and it almost felt like 
playing a really well produced South Park mini-game. | was always excited for part 3 but | 
don't know what happened! 
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The Sagittarimn 


Developer: Hyptosis 
Released: 2011 


Samorost 


ign 


Amanita Des 


2003 


Developer 
Released 


Developer: Simon Hason 
Released: 2011 


ITEMS 


Stick figure shooting games were a dime a dozen in 
the Flash days; you couldn't throw a rock at a Flash 
portal without hitting approximately 47 dozen of 
them. Sierra 7 pulls some astonishing trickery though; 
a combination of pre-rendered FMV backgrounds with 
real-time randomized stick figures, fantastic gunplay 
and a production level above and beyond almost 
anything in the Flash space make this one an 
absolute...well, head-asploder. 


TD 


Sift Heads 


Developer: WebCypher 
Released: 2006 


SHIFT 


Developer: Antony Lavelle 
Released: 2008 
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THE POLICE HAVE ARRIVED. 


The Slaying of 
Sandy Hook 
Elementary 


On December 14th, 2012, twenty children and six adults were murdered in 
the worst mass shooting at an elementary school in the US's history. 
Turning that into a game is not easy. However, this does many things that 
make the game into a work of art. The simplistic graphic design of 
humanoid shapes giving a warped sense of reality as if you're viewing it 
from the shooter's eyes, the lack of any kind of positive reinforcement 
when you shoot, the almost complete absence of sound. It sells the horror 
of what you're doing very well, while simultaneously getting its message 
across (both in and out of gameplay, with an audio message unlocked 

after the first completion of the game). Unforgettable. 


SPANK 1115 


MONKEY 


Developer: H69 
Released: 2002 


Much in the same way that greeting cards and silly little animations found 
themselves shared endlessly via emails, so did Spank the Monkey, a strange little 
Flash toy where you tried to hit the poor blow-up monkey as hard as you could 

by dragging the big hand with your mouse. 


It didn't take long for most people to learn 'the trick' - if you clicked, held and 
dragged the cursor out the side of the window then back into the other side, you'd 
hit the monkey at several hundred MPH, guaranteeing the musical ditty. 


Developer: TechRadium, Inc. 
Released: 2001 


Sprout 


Developer: Custom-Logic 
Released: 2007 


Stick RPG 


Developer: X-Gen Studios 
Released: 2003 


last summer 1 went camping 
under the big waterfall of Kent. 
I guess this was a great trip for 
me, however some people do not 
understand why. Well, I did lose 
my left arm, but what the hell, I 
found out that 1 had a third 
arm. The invisible one. Since 
then 1 started to learn how to 
use my karma arm, and soon ту 
skills were those of a master. It 
wasn't a surprise to me when 
people started turning their 
backs on me, since 1 was 
considered to be a freak and 
mentally ill. Funny thing, 1 
can't tell them the truth, it 


would be like explaining the 
possibility of space travel toa 
goldfish. So I'm just trying to 


Developer: Mateuz Skutnik 


Released: 2005 


Games shown: 
-Ragdoll Achievement 2 
-Relive Your Life 
-Run 3 
-the skullkid 
-Solipskier 
-Sonny 2 
-Strike Force Heroes 
-Swords and Sandals 
-Super Stacker 
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Developer: 2DPlay 

Released: 2004 


Territory War 


Developer: Afro-Ninja Productions 
Released: 2006 
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Time Fcuk 


Developers: Edmund McMillen, William Good, Justin Karpel 
Released: 2009 
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TROGDOR! 


Developer: Homestar Runner 
Released: 2003 
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| Flash games are fun, but 
E the logos their developers 
made for themselves were 


often just as creative, 
interesting and fun. 


Here's a sample of just 
eighteen of the hundreds 
of them out there. 


Dead Toast 


entertainment 


А game by 
001551 


CON, ARTIST 
ПГПИИ НЯ. 


“Squarecircleco. 


Ultimate Crab Battle 


Developer: Felix Wiesner 
Released: 2009 
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Warfare 1917 


Developer: Chris Condon 
Released: 2008 
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William and Sly 


В Sloper: Lucas Paakh 


Windosill 


Developer: Patrick Smith 
Released: 2009 


ШИШЕ (пе “ООП 5 
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Developer: Ine Wale Disney Company 


Released: 2008 


‚ Winterbells 


Developer: Ferry Halim 
Released: 2006 


к 


Ferry Halim created a series of games under the name 
? = 0 Orisinal, and they're some of the most calming, prettiest 
Flash titles ever made, usually involving animals, soft 
music and scoré attacking - therefore encouraging ease 
of play. Much accord was lauded on the site and its 
several dozen games over the years, and Winterbells, 
shown here, is a fantastic example - it's simply endless 
chained jumps off bells in the sky, but the atmosphere, 
the quality of the animation and the sheer relaxation 
you can get from playing it is staggering. 


Yonceroumtt 


Developer: Reece Millidge 
Released: 2011 


Yeti Sports: 
Pingu Trrow 


Developer: Chris Hilgert 
Released: 2004 
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2.2 ` Developer: Marcus Richert © _ 


Released: 2009 


L 4 


Take the one-shot concept of One Chance, do it a year è 
P earlier, have a proper platforming segment with an actual 
boss at the end, and instead of there being multiple endings, 
show the passing of time every time the player tries to restart 3 
, the game, and you have You Only Live Once. " 
2 Plus, ааа nipples to the statues. 


Yeah, that part's weird. 
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Games shown: 
-Thing Thing Arena 
-Tone Matrix 
-Toss the Turtle 
-Treadmillasaurus Rex 
-Treasure Box 
| -Warbears 
-Whack Your Boss 
-Хїао Хїао no. 4 
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The Games That Aren't Flash 


Adobe Flash wasn't the only plugin that shared the internet during its lifespan. The 
internet was flooded with plugins that claimed to do the same thing as Flash - fancy, 
interactive content, including games. However, as Flash grew to dominate the online 
game space, games on other plugins would (and still are) referred to as "Flash games", in 
the same way a grandmother might refer to every game console as a "Nintendo". 


The below list is a reference for some plugins that were a base for games or otherwise 
interactive content; the absolute majority of them didn't outlast Flash, whether it be 
through plugin shutdown or other avenues. This isn't exhaustive in history or scope; 
there were dozens of plugins over the years. We've merely highlighted the most popular 
ones. The pages following this chapter will have pictures of some о the most popular 
games from these plugins, so at least we don't miss some of their contributions to web 
game history. 


Macromedia/Adobe Shockwave - 1995 - 2019 
Shockwave was an interactive multimedia player originally 
developed by MacroMind, but ported to a web plugin when 
acquired by Macromedia. Its scripting language, Lingo, and 

C++ support through "Xtras" made it very powerful, creating 
impressive web games for the time; it was also widely distributed 
with software such as adventure games or slideshows on CD-ROM. It was bought up by 
Adobe in the same transaction that bought Flash, and Shockwave ended up drawing the 
short straw, receiving less support than Flash for its web based offerings. Support was 
eventually droppped entirely for the platform in 2019. 


Java - 1995-2018 


The Java programming language came with a small feature known 

as Java Applets, allowing Java-based programs to be embedded on 4 
webpages, being more powerful than standard HTML at the time. It d 
remained a relatively capable option for over ten years, install numbers on 


being only second to Flash itself, but eventually started losing browser =< 
support in the late 2010s, JDK 9 in 2017 being the official version to deprecate applets 
completely. Java is still around though, no question, being on literal billions of devices - 
if you have an Android phone, you have a Java powered device. 
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Unity Web Player - 2005-2016 

The Unity game engine intended to be an easier-to-access path to 

game development, and the Web Player, which allowed developers 

to embed their games in webpages, came alongside the first update 

to the engine. It remained popular throughout its lifespan for 3D games 

as the engine was very capable of it, but by 2016 and the depreciation 

of browser plugins, a HTML5-capable version of the concept replaced the plugin entirely. 
Unity remains one of the most popular game development engines in the world. 


Microsoft Silverlight - 2007 - 2021 

Reaching an impressive 6596 adoption rate at its peak, Silverlight was 
created as an answer to Flash and Java in terms of multimedia 
streaming, notably being used for Netflix during its earlier years. 

It never gained much ground outside of media streaming before the 
depreciation of web plugins, but lived a long life, only being officially 
discontinued in 2021. 


Including Flash, the developers of Flashpoint call these "the big five" - the five plugins 
that have the most games attached to them. With that said though, there are dozens 
more plugins that have surfaced on the internet from the late 1990s to the mid 20006, 
with different capabilities, content and lifespans. While we can't cover them all, here's a 
spread of just some of their names, logos and years of life. 


=, GoBit Games 


Vitalize! 
) 1997-2012 + 2008-2009 


Authorware 4 
1996-2007 $ 
> 3DVIA Player ( y > Pulse Player 
L 1999-2016 | g 1999-2003 


. ShiVa Web Player Hypercosm 
2 2004-2019 > 4 19992016 


M PopCap Plugin Viscape Alambik 
7 2004-2007 1996-2000 2001-2004 
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3D Groove GX 
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Powder Game (2007, Java) Need for Madness (2005, Java) 
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Carpet Golf 3-D (Java) 
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AdVenture Capitalist (2014, Unity) 
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Flash's Downfall 


As Flash became one ofthe most widely used web technologies, the rush to use it for 
nefarious purposes was оп. As it turns out, Flash was quite the vulnerable technology for 
exploitation, with literally hundreds of security holes to push open. Macromedia rushed to 
plug as many holes as they could, but as they managed to take out one, three more would 
be found. Flash was almost always in a perpetual state of vulnerability as a result. 


Flash never performed optimally. While vector graphics were great for file size, computers 
had to perform the heavy load of calculating and drawing those graphics from those lines. 
That takes a lot of math, which takes a lot of CPU power. Weaker computers were often 
noted for not being great at running Flash, resulting in many games having "quality" 
settings which would simply use faster, uglier mathematics for drawing graphics. 


On top ofthis, Adobe purchased Macromedia and the entirety of its software library in 
April of 2005 for $3.4 billion. While Adobe alone didn't cripple Flash, it did become much 
more expensive to develop Flash content once it became part of Adobe's Creative Suite 
line, and updates pushed out for Flash became more frequent - and more bloated. 


Nevertheless, Flash continued to grow, and on 
an otherwise unrelated day in 2007, Steve Jobs 
announced the iPhone, and changed the world 
of computers forever. Over the next three 
years, smartphones and tablets based on non- 
PC architecture would begin their takeover of 
the world of technology. 


While this wasn't enough, it took a specific letter from Steve Jobs himself to really get the 
ball rolling on Flash's downhill stride. "Thoughts on Flash", released on the 29th of April in 
2010, criticized the performance, stability, security and proprietary nature of Flash 
(drawing no attention to the Apple ecosystem being just as bad, if not worse), refusing to 
allow Flash-based tools or apps on their services or devices. 


Despite the hypocrisy, it was mostly true. The performance and security problems were 
twice as severe on mobile processors, with performance and battery life concerns when 
trying to run Flash content. There was an official version of Flash available on Android 
made available, but it did not perform well even with its own mobile-based optimizations. 
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The HTML5 standard was also being worked on at this time. In the day of the web plugin, 
the computers and browsers didn't have the leg room required for rich interactive content. 
But in the quickly progressing realm of technology, browsers now could afford the 
computing power to do so, and the HTML5 standard was developed alongside CSS3 and 
new versions of JavaScript to allow for pretty, interactive content without having to rely on 
a plugin, which could be shared between all browsers. It was introduced as early as 2008 
but finalized in 2014, with integration into browsers not far behind - YouTube switched from 
its original Flash video player to a HTML5-based one in 2015. 


While Flash games were still quite popular - even as late as 2018, Flash games could find 
themselves having tens of thousands of views - the true winner for the casual games 
market was mobile phones. While phones made by Nokia pre-2007 did have games of their 
own, the clunkiness and lack of power behind these devices resulted in these games being 
overly simple and often hard to play, with the odd exception here and there. 


The release of the iPhone, followed by Android phones over time, changed the field 
completely. These phones, powered by modern processors, had more than enough power 
to play elaborate games. This form of the mobile market has made tens of billions of dollars 
since the turn of the 2010s. Many strategies popularized by the Flash era, including genres 
like tower defense, escape the room, idle games and even roguelikes found mass 
popularity when adapted to the smartphone format. 


These markets were helped by the emergence of free game engines. While Flash was one of 
the easiest and most universally compatible ways for independent developers to create 
and share games around the web for its day, more capable, powerful and less expensive 
engines were being developed across the internet for just that purpose. Everything from 
Construct to GameMaker to Godot to Unity promised to be the only engine you needed for 
game making, and their compatibility with more platforms like the previously mentioned 
mobile platforms were just the last piece of the puzzle. 


In 2013, most web plugins found their end via the loss of support for NPAPI plugins; Flash 
received a stay of execution due to its widespread usage. With the casual games market 
being taken by mobile phones, HTML5 eventually being able to replace web plugins on 
websites, Flash being supplanted in the indie development market by other engines, and 
the browsers themselves turning against the plugin format, it was only a matter of time 
before the aging platform would finally find its end. 
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Flash fell a long way over the course of the 2010s. 
Let people who lived through it say their piece on why. 


Edmund McMillen 

Flash might well have been an accident. | believe Tom Fulp is the reason Flash lasted as long as it 
did, thanks to Newgrounds. Without Newgrounds and the Flash game portal scene, Flash would've 
died way earlier. 


Lars Doucet 

| remember reading this post on the flixel forums where Richard Davey (aka PhotonStorm, who 
would go on to create the popular Phaser library) was excitedly talking with Adam Atomic and the 
rest ofthecommunity about the future of flixel. How the next step was to make it hardware 
accelerated using “molehill” (Stage3D), etc. Developers like Grant Skinner and prominent bloggers 
like Emenuele Feranato used to be huge Flash enthusiasts, Facebook games were huge, Zynga was 
huge, everyone wanted to hire a Flash developer. Then the tide suddenly turned and the Flixel forum 
dried up, Grant Skinner and Emanuele Feranato moved on to HTML5, some of use moved to Haxe, 
and it was all downhill from there. 


Terry Cavanagh 

People say that the Apple anti-flash announcements were the beginning of the end for Flash. It's 
probably true, | dunno. But | think the rise of mobile in general might be the really true explanation 
for why the audience for flash games moved on - the people who were playing small games on their 
computers changed to playing them on their phones. 


Tyler Glaiel 

The Steve Jobs memo on it (was the start). A lot of the internet kind of hates Flash because they 
associate it with the ads, and the “bad YouTube player”, and just ignore the large amount of games 
and animations that were made in it, or assume they could just be ported to another platform. Kind 
of sucks to keep seeing conversations on Hacker News or Reddit, even today, where people ignore 
what Flash actually was. 


Tom Fulp 

The letter basically cemented the public perception of where Flash was going and accelerated the 
downfall. ІІ note that for being big on “open standards”, Apple sure is slow to support web 
standards that support gaming outside the app store, such as WebGL2, WebGPU and gamepad 
support. 
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Matt Roszak 

Fake news had a lot of fun painting the tech as being unsafe, slow and old-fashioned. The problems 
they talked about weren't unique to Flash, and often they only acknowledged some use cases. (such 
as talking about Flash being used to make malicious ads, but not talking about it being used for 
animation on YouTube, etc) I think a lot of big companies like Apple and Google felt threatened by 
Flash and planned those attacks. 


Oliver Joyce 

The turgid Thoughts on Flash letter, penned by one Steven Jobs for his own nefarious reasons. 
Despite all the nonsense and half truths in it, perception was stronger than reality and (what felt like) 
overnight, Flash just began this downward spiral. | remember we looked to Adobe to defend their 
software but they just rolled over. Flash's demise was in fact slower than the perception, but within 5 
years or so there was just no work for Flash developers - which is remarkable considering how 
ubiquitous it was at the time. 


Paolo Pedercini 

According to Internet folklore what killed Flash was Steve Jobs' 2010 Thoughts on Flash. In a rather 
extraordinary move, Steve Jobs published an open letter explaining why the Flash plugin was going 
to be blocked on all iPhones. He mentioned open formats, security, and battery consumption. But it 
was really a business maneuver, a vertically integrated company fighting a potential threat. 


The App Store just launched and it was meant to commercialize casual games, software toys and 
applications - the kind of stuff typically made in Flash. When you play a Flash game Apple doesn't 
make any money. When you buy a game from the Apple store, Apple takes 3096 of the revenues. 
They also force the developers to pay a fee and use their proprietary technologies. 


It was definitely a big blow, but we have to keep in mind that the Internet was already moving away 

from Flash with HTML5 and for very good reasons. The plugin was installed virtually in all browsers, 

so Adobe tried to leverage it by creating a whole set of development tools around it to build all sorts 
of dynamic websites. They basically took this animation and web design tool and used it as a trojan 
horse to reshape the world wide web around Adobe products. 


That was concerning because the internet runs on open formats. You don't want one company to 
own the technology you use to read news, send email, do banking and so on. 


My take is: Adobe's attempted power grab caused the downfall of Flash. Flash games were simply 
collateral damage. 
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Adobe announced in 2017 that the plugin 

would be officially losing support as of 

the 31st of December, 2020. They even 

went so far as to, less than two weeks 

later, on the 12th of January, 2021, 

forcefully block as much Flash content 

as possible from being run. The symbol shown 
to the right of this paragraph would be displayed 
instead of the content you'd expect, and this was 
seen in many places from airports to convienience store checkouts. Flash was still being 
used worldwide until the very end. 


Flash in its original form lives on through older versions installed in browsers that did 
not remove the plugin, and it is still possible to re-enable Flash support via plugins or 
other means, but with Google Chrome, Mozilla Firefox, Apple's Safari and Internet 
Explorer / Microsoft Edge removing the plugin, over 99% of the browser market had lost 
easy access to Flash. 


With Flash maintaining the popularity it does, it 


would come to pass that people wanted to keep it 

around into the future. From this came the Ruffle 

project, an emulator that could play Flash content ro | с 
in browser through HTML5 standards with the 


benefits that brings, or on desktop/mobile. 


While incomplete as of this book's writing, it has reimplemented enough of Flash that 
Newgrounds have hosted two seperate "Flash Forward" game jams, each of which 
has a selection of brand new Flash games, and the Internet Archive are using Ruffle as 
their method of choice to emulate Flash games on the web. 


The fate of Flash after the end is quite simple; post kill-switch, unless you have a 
modified or older version of Flash, it remains unusable. A company called Harman 
has taken over enterprise-level support as many companies still use Flash in their 
software, and Chinese company Zhongcheng maintains the entire player for China 
and will do for the forseeable future. Outside of these use cases now, Flash is, to the 
consumer market, effectively dead in its original form. 
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It's not like people aren't using Flash or its progeny today. 
Check out these developers who are using it even now. 


Tom Fulp 


| still use Flash for allof my game development, including Nightmare Cops. 


Nicky Case 
Adobe Flash has been rebranded as Adobe Animate, and | still use it to make movies & game sprites! 
Partially out of nostalgia, and partially because keyboard shortcuts & Ul layout is a pain to re-learn. 


Chaz Carter 
To this day | create all of my artwork and animation in Macromedia Flash 8. To me it's perfect; it's 
super lightweight, it's intuitive and it works. 


Daniel Sun 
| continue to use Flash for games developing and rapid prototyping. 


Tyler Glaiel 

The End Is Nigh wasn't made in Flash, but it was the first commercial game | released that used my 
custom C++ flash-rendering engine for its art. So the art was still done in flash, being able to use all 
those neat flash tricks and workflows in a “Real Game” without any of the technical baggage that 
comes with flash. It's pretty cool. We're still using that tech. 


Lars Doucet 
| use OpenFL these days. That's a library written in Haxe that reimplements the Flash API. It lets you 
export your game for HTML5 as well as Native builds. You can even get it onto consoles if you're not 

afraid to get your hands dirty with the C++ connections. 


Antony Lavelle 

Гуе used Flash more in the last 6 months than | had in the last 6 years. Га forgotten both how 
amazing and how frustrating it is. Рт still making some money at the moment doing Flash work - 
but mostly just legacy stuff as well as a few projects of my own. | made a wrapper for the Last Stand 
Legacy Collection for Steam, and l'm now working on an improved version that will let me drop in 
my old games for Steam and Mobile. It's getting harder to get Flash working in both the software and 
hardware sense, though. 
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It's amazing to see Flash games not only be made today, 
but in surprisingly big numbers, with cash prizes! 
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The Reign of HTML5 


With the HTML5 standard codified and accepted by all 
browsers by the end of 2015, many sites made the switch for 
their interactive elements. Being native to the web browser 
means no extra downloads, more security in general, and 
support for mobile phones and tablets, now the dominators 
ofthe casual internet usage market. Almost every well-used 
site in the world uses HTML5 technology now, making it the 
defacto winner of the browser plugin war. 


Along with this domination of the browser market comes domination of browser 
gaming - very rarely is a non-HTML5 game released these days. Considering that 
HTML5 supports touch elements, games and interactive elements can be 
converted to support phones and tables without much issue. Games that 
previously used other browser-based plugins have made an effort to make the 
jump, whether it be through ports, engines supporting the tech like Unity, or even 
efforts like Ruffle attempting to emulate Flash games through a НТМ15 layer. 


While HTML5 games don't have the popularity of Flash games at their peak, there 
are still plenty of big hits and surprises from that corner of the internet that go viral 
from time to time, mainly thanks to their high level of accessibility and the 
existence of things like social networks to make spreading them easier. As this is a 
book about webgames, it would only be appropriate to show some of the world's 
most popular HTML5 games here for your perusal. 


However, considering that HTML5's story is not over and likely will not be for some 
time from this book's publishing, this story may never truly be complete. It also 
doesn't show the variety of interactive web content available through HTML5 - 
everything from websites to simple toys to full games and everything inbetween 
exists on the internet through this technology today, as it was in the age of Flash. 
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Playing games in HTML5 is as easy as Flash was, most of the time. 
But for developers, the story is a bit different. 


Nicky Case 

Making НТМЕ5 games is... okay. It'sa much higher learning curve than Flash was. Even 11 years after 
Jobs's "Open Letter To Flash", in my opinion, there's still no tool as beginner-friendly as Flash for all- 
in-one animating & coding a web game. With Flash, you could get started with simple buttons 

and .gotoAndPlay(); and make a full point-and-click-adventure like The Dead Case, or Breaking The 
Bank, Impossible Quiz, and countless other loveable classics. 


Oliver Joyce 

These days, many of the creative types steer well clear ofthe web and have moved into other 
industries. From a purely informational standpoint, the rise of HTML5 has been а boon, but the web 
isa much less interesting place to be these days. Honestly, НТМ15 is still strugglingto do what Flash 
was able to do a decade ago from an animation standpoint! A lot of creativity was lost, never to 
return. 


Paolo Pedercini 

What’s really missing is an IDE that lets you make HTML5 games with the same ease as Flash. 
Downloadable games outside of walled gardens like the App Store are being increasingly blocked 
and the browser could still play are big role in free, casual experiences, the tools are just not there. 


Tom Fulp 

HTML5 games have come a long way, especially in terms of the tools available to make them. Games 
made with Unity are cool but remain bloated and slow to load, while games made with tools like 
GameMaker and Construct, or frameworks like Phaser/GODOT/Pico-8 have been working really well. 
There are some HTML5 games from early in the transition that no longer work in browsers, which is 
a testament to how well Flash did with always working in every browser ever, up until the end.. 


Lars Doucet 

HTML5 is still not quite as capable in many ways, especially in terms of the complexity of content 
creation. It's designed entirely for nerds and people who input everything by text, nothing oriented 
towards visual design at all. l've done plenty of web dev and even with the best tools it's just slower 
to get most things done. I do miss Flash. 
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Tyler Glaiel 

HTML5 couldn't do what Flash could do, that's why there was a period of, like, 8 years where the only 
HTML5 games to come out were incremental idle/clicker games. They're slowly getting better, and 
the addition of WebASM / Emscripten has made it so most tools can export to web, but it took 10 
years to get there and the scene died in the meantime. 


Oliver Joyce 

For a while after my Flash days, | worked for a company building children's educational web games 
using HTML5 and the technology just felt like an absolute struggle. So much code just to do the 
simplest things. Performance was always sub-standard and we would always have issues with 
various browsers. 


Part of the issue was the sheer complexity involved in making HTML5 games - and web stuff in 
general. So many packages and modules to load, so many files and libraries just to get your game to 
appear on a screen. There was also a real lack of vector support, and JavaScript is pretty poor 
compared to ActionScript 3. Working in HTML5 after Flash felt like a real kick in the teeth. 


It was laughable to me to think Steve Jobs championed HTML5 as a viable alternative to Flash in 
2010, when a decade later there were still many things it can't do that Flash could in 2007! HTML5, in 
my opinion, effectively killed the web game phenomenon. Having said all that l've seen some really 
impressive HTML5 output lately, particularly from studios like GoodBoy Digital and others. So, 
finally, it seems to be catching up - but the workflow will never be as artist / coder friendly. 


Ben "BlueMaxima" Latimore 

It's worth noting that the browser market share is very in Google's favor. Browsers using Google's 
rendering engine take up over 7596 of the worldwide browser user market. With that kind of hold 
over the market, they can make their own changes to the way pages render in browsers and no-one 
can really stand up to them. Case in point; a change in Chrome's HTML5 standards related to sound 
autoplay in 2018 broke sound in hundreds of HTML5 games, something that can be fixed, but not 
easily in a fair amount of cases. Who trusts Google with that kind of power? 


Matt Roszak 
| haven't seen HTML5 do anything that Flash couldn't already do 10 years ago. 
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The End 


Edmund McMillen 

It was just a bunch of kids being stupid kids, making stupid jokes and trying to outshock eachother. 
It was very much a wild west - no rules, no parents, no policing, no holds barred. Do whatever. It was 
dumb shit, but there were a lot of creative kids expressing themselves in ways that worked for them. 


l've spent ten years working as fast as | can, planning ahead as far as | could, make as many games 
as possible, and it didn't end. In two years when | have Mewgenics done and my plate is clear, | want 
to go backto doing minor games in the same way, not planning ahead and being in the same 
headspace as back in Flash. | made a game called Fingered, it took two months, it was stupid, it was 
goofy, and it was one of the best experiences I had because | just had fun with it and it didn't go on 
forever. | want to have fun again and not worry if it's going to sell or not going to be good enough, 
see if | can grow. It's always nice if you can go back to that simple time. 


| look forward to the seeing the next thing the kids use and sitting in my armchair and telling them 
they suck. 


Just like with Flash? 


Yeah. 
Adam Saltsman 


Being able to whip something up fast, and share it with friends and/or the whole world, to me made 
(and still makes) Flash one of the most powerful creative tools I’ve ever used. It really got at the 
essence of like... how and why to make interactive stuff. 


Reece Millidge 

The games industry has changed so much and is still shifting around so fast. It's super competitive 
and much harder to survive as a solo developer required to target multiple platforms and device 
variations. | can now only operate by upscaling crew on a per project basis and it's too risky to invest 
your own time and money without backing. Premium games on mobile had its heyday for indies but 
now subscription models are offering an interesting alternative. If only the state of tech had frozen 
around 2010, | would still be happy making Flash browser games for a single universal target 
platform - Flash Player. 


Anonymous 
Can you believe this shit is free? 
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Jack Armstrong 

Flash was like your favourite childhood stuffed animal. You've had it for longer than you can 
remember, and it's always been with you. It's falling apart by now, the purpose it was made to serve 
has become obsolete as you have grown, and it isn't fit for your modern life, but damn it all if you 
don't love it to bits. You can't bring yourself to get rid of it because you think of the memories it gave 
you and that warm feeling it brought you whenever you shared a new experience with it. As you 
grew, it grew, and it matured and gave us so much that shaped who we are today. But sadly, as we 
all know, animals don't always live as long as people. It's gone now, not gone like a puddle once it 
has been dashed away by a car wheel never to be recognized again, but gone like the stuffed animal 
it was: no physical form, but alive and well and with you forever in your mind and heart and 
everything you create. 


Winnie's Notebook 

| remember coming home from primary school and playing Super Mario 63 with my sister, taking 
turns, and then switched to Bomb It 7. We shared the keyboard, but that wasn't a problem for our 
tiny hands. Not knowing English, we didn't have much of a clue what we were doing, but over time 
these games allowed me to learn the language in an entertaining, efortless way. Today I'm bilingual, 
and | owe my early introduction to English to games such as the ones | mentioned. | hope to become 
an animator one day, and | won't forget where this passion originally came from: watching stick men 
do the impossible inside a computer screen, and playing tons of games online with my little sister. 


Магу Т. 
| was always envious of all those kids making these bizarre Flash videos for their college projects. 
More than that, though, Flash was something that resonated with me. | was a financially 
disadvantaged loner in middle school, and Flash gave me something to connect with. Sometimes I 
was moved, other times | laughed so hard | thought I'd puke, and other times still | was so perturbed 
| thought I'd never look at anything online again all from what | saw in Flash videos. It was a 
creative outlet for others and a way for me to connect with a secret underground world - a world 
inappropriate, humorous, beautiful and jarring, all at the same time. If anything lit my creativity on 
fire, it was Flash. 
Harrier88 
Flash games were more than just a form of entertainment to me. Developers got a great way to get 
their work out and an opportunity to explore themes and ideas that never would have gotten a 
chance in more conventional forms of gaming. For me as a player, flash games were also a chance to 
get acquainted with all sorts of new subjects, from obscure sports to foreign cultures, not to 
mention the author's unique takes on those matters. They demonstrated that there is never a 
reason to be afraid to try new things, and that everyone has a story to tell. It is no exaggeration to 
say that it has changed my outlook on life. 
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Nicky Case 

It's the raw, indie spirit of the early Flash games. The idea that some random individual -- 
sometimes a literal actual teenager, like | was when | made the {Ве game: trilogy! -- can make a 
game or movie that brings joy (and/or horror) to hundreds ofthousands. And though we could 
never do the polish or big-ness of Triple-A, we could do what they couldn't: innovative, risky, weird. 


Gibus Wearing Brony 

Pulp mediums, like comic books, fan fiction, and ultimately Flash, are breeding grounds for 
creativity. The low barrier to entry invites experimentation with form, topic, tone, and pushing the 
boundaries of what is acceptable or normal. There may be a lot of low-effort, generic, or just plain 
bad stuff to sift through, but the good stuff has enough material to inspire generations, and | believe 
that Flash, and web games as a whole, are to this day largely untapped. 


Matt Roszak 

| keep needing to repeat this, but Flash is more than just the browser plugin. People are still using 
the software to animate cartoons, and Flash games are still being published on desktop and mobile. 
And all of those old web games are still playable, and probably always will be as long as someone 
backs them up. 


Oliver Joyce 

Flash was, admittedly, in the wrong hands, capable of making monstrous, unusable websites that 
assaulted the eyes and ears. But in the hands of skilled designers, an interactive Flash piece could be 
a thing of beauty. Animators, musicians, game designers, programmers, video makers, all used this 
one wonderful tool to collaborate. In essence, Flash gave me the freedom | always wanted - to work 
for myself, creating content | love. And so for that, | have nothing but love for it. There'll never be a 
web era like that again, and I’m immensely proud to have been a small part of it. Viva Flash! 


Ben "BlueMaxima" Latimore 

We can keep records of the games, the animations, and the sheer level of work that was put into 
making media with its tech. That's what I've been working on all this time. But the microcosm of 
intense creativity, easy to access software, notable but not crippling limitations, almost universal 
compatibility across the entire technological space of its time, widespread adoption by encouraging 
free consumption and sharing in an age where 'going viral' actually meant something, all combining 
to influence the entire entertainment industry with one strike after another? That's something that 
we'll never be able to recreate, only remember fondly. All driven by a bunch of guys sitting in their 
bedrooms who watched too much Xiao Xiao. Flash wasn't just a massive games platform, it's a bite- 
sized model of our industry - the talent, the drive and creativity - and | couldn't be happier it 
happened. There will never be anything like it again, and that's the most depressing thing about it 
going away. 
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